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B O M B S  C L E A R E D

SNAKEY
A neat little type-in game

FOR THE ATARI ST
A320 AIRBUS - at last you can

fly without fighting!
THE BLITTER TRUTH - is it

worth fi tting a blitter?
ELVIRA 2 - At last, but

worth the wait?

Issue 59  Decem ber / January £ 2 . 5 0

FOR THE ATARI CLASSIC
BRAND NEW SOFTWARE

reviewed!
BANK SWITCHING

- use that extra 130XE RAM
NUMBER SORTING routines
SCOTLAND'S DISK MAGS

reviewed
SUPERSCRIPT - still

available but still the best?

PLUS STOS COLUMN EDUCATION IN THE PD COLUMN MAKING MUSIC E C T  SHOW REPORT AND REVIEWS



CASSETTE BARGAINS FROM PAGE 6!
New cassettes from only 95p each including postage!
Enhance your collection with these brand new game cassettes

available now from PAGE 6 and NEW ATARI USER

r,F

T R A N S MU T E R
A now kind ot weapon The  scill arcade game
features excellent smooth scrolling incredible
terrain. vector graphics sections and subberre•
neon caverns Fast reactions and a cool nerve
are a necessity Music by David Whittaker

K IKSTART
The ullimerie on-road rhoterbace scramble slime
bloc Guide your oder carefully over the icieste
clod in bus ell action granulator tor 1 player
overeat the computer or 2 players against each
Other as well as the clock

1 8 0
What can we say
, A  
g r e e t  
d a r t s  
c h a l l
e n g e

Eight opponents, digitised speech, two playee
option. live toystick control, foil matchpley
Seeding. a sense of humour, superb pleyability
this one has it el!'

SIDEWINDER II
It is 27 y e a  since the final battle ot the wat
with the aliens. 27 years of o w *  have reigned
In gee Western Spiral Arm or the Golomy. All this
is *bout to change Step aboard your es ti and
prepare to defend mankind in thee all action
space blast

GHOSTBUSTERS
Hal anybody seen a ghost
, M a t t e r  o t  
t a c t  
y e s

they have! Al this very moment hundreds 01
ghosts are neelurog their Way to the intamode
spoOk Central. Only you can save the world
tromp a disaster of bebeical proportions S o go
and show cm how you do d!

N I N J A
Blasts lb.  bee Ott all other reelial arts games
.That s all it seys on the inlay' Someone erre
reckons this is the best punchereg, kicking
de/clung and diving game around

R O C K F O R D
The only true arcade version of the Classic
gem* Boulderdesh There are tour levees on
teen 01 live different worlds with tour screens
on eace level le all add• up to eighty totally
different ptayeng screen
INCLUDES FREE GAME - CRYSTAL

RAIDER

P R O T E C T O R
Assigned to Fort Rucker. Me US Army Helicop-
ter Training School based in the Nevada desert.
your ern is to better*  the best chopper pilot
this moo of the Iron Curtain A  reel Protector!
Your mission consists of a strategic bailie of
wits between yourself end either another pilot
or a computer controlled API/ IRemote Pilotless
Veluclei

R O G U E
You are R O G U E .  Your rreesion is to search
the Dungeons rra Doom tor the Amulet oil Ven-
dor. In thee dungeons you well tied many th ins
to aid the guest tor rne Areulet Y ou will also
encounter fearsome mongterS and fiendish
traps that will challenge all your skills

UNIVERSAL HERO
Only seven seconds telt to save the planer
Uneversel Hero has to some his skin and ever,
body elses by finding bets to repair a shuttle lo
get to p la ne t to pick up the spares to mend a
"Pace freighter which is out ot control and
about to blow him and his chances of getting
beck to earth to atoms A  nail biting, mull
,dimensioned, hems Arcade Adventure!

HENRY'S HOUSE
Little Henry has e ine &  He must imegate his
way through the royal household to lind the
cure. Avoiding ell live obstacles in his path,
from iambic toothbrushes, through pv511140006
penes and chefs chasing chickens, to a IMOl
er‘e0tarater with the vicious vampire! Acknow-
ledged by all reviewers as one of thee best Atari
games

BO MB FUSION
A terrorist gang has planted bombs throughout
the Sallerscale Rudolf!. Processing Plant and
you. a c e . Super hero le l alter the S orts
After)  have to go in and save the plant and
eiglibibly the Northern Hemisphere from des-
truction

M I L K  R A C E
Cycling 1,000 miles is no mean lea! - and you
could end up feeling pretty •einalieted by the
time you•ve finished glorying this superb race
sieurialion designed ettegielelly in coniunclion
with the Milk Hace

G U N  L A W

1 1 1  Four  monlhe Of bloody alien attacks have teem

their loll . all ttve •urvivino inhabitants have fled
and ;Armin shocks hive been made on your
weapon store., they destroyed what you could
not carry avirey. You are telt to fight alone
against euthiees and bloodthirsty killers with
iust a single renschire gun

41
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R E V E N G E  I I
Tne Mutated OD loot high, laser spitting death
comets have rebelled ageinail limit captors the
liyeelens and are out be revenge! All action,
highly graphical shoot-ern-up from Jeff Minter

DESPATCH RIDER
Join the weaving° band of street demons • those
tearless horders who terrify the population of
the big cities to get the parcels through P lan
y o u r  m o v e s  t o  ariltake W M ,  m o n e y ,  b u t  d o n 't
Lake 10(1 long • tine  is Eleyels shOrt Gain an
instant macho rating end be a despatch rider
with this all action tranulation

I N V A S I O N
Mobilise your units and prepare tor belle  This
all aciloo space contlict requires skill. strategy
and tactics Y ou must destrey the weather coon-
trot elation in order to win the battle but 1,foy
move you make the enemy will counter, arid
they're ...welting for you to make just one late
sl ip  u p

LOS ANGELES SWAT
Specie! Assignment Reedits the hostages front
the leinceist gangs holding out in West L A.
Clean up the streets Blow away the bed guys
Sod be a hero on network I  F e e l  and you
wen l i t .  coming back to welch It. All ectioin
loyelicie bending combat tor INAS with the skill
to surveys!

SPEED Z O N E
Enter the Spew:Norge in a frantic deeerice
egainst marauding ahem lore's A  survey shop
met into the area comes under attack As an
enemy vessel draws closer your "STARFORIF
-claes attack creel re launched

FEUD
To awe at Feud you must "out-spell" you. rival
Wizard Leanorec In  Kie l. a herb garden you
will lind the ingredients lor your spells but
tread ceretuity a a strange things can happen III
this game of mega and mystery

P A N T H E R
Sere the last 'lumens on Xenon before the alien
hordes turn Mem into Sunday West! Take your
ground attack ship through thla 30 scrolieng
mega shootern-up with greet graphics and orb-
believable eraundireck

SEE MORE CASSETTES ON OUR ACCESSORY SHOP PAGES!
Any one cassette E1.95 - any two E3.50 - any three E5.00 - any 4 E6.50 - any five E7.50

or select ANY TEN CASSETTES FOR JUST E9.50!
All prices  are inc lus ive of postage

Use the order form on our Accessory Shop pages or just write or phone. Credit card orders accepted by telephone on 0785 213928
Send  to:  PA G E  6, P. O .  B O X  54,  S TA F F O R D ,  S T 1 6  1 D R

Overseas please add 25% postage for Air Mail



'The magazine
for the Dedicated

Atari User'

UK E25.00
Europe £32.00
Elsewhere (sea) E32.00
Elsewhere (Air) E42.00

UK 02. 00
Europe (Air  Mail) £15.00
Elsewhere (Surface) E15.00
Elsewhere (Air  Mail) £21.00

Happy Christmas Folks!
SUBSCRIPTIONS

Annual subsc ript ion rates  (6 issues)

Over teat l i l ies  r e l ied only  the difference in  pos tal cos ts

NEW ATARI USER ON DISK
A disk containing all of the 8-bit programs
from each issue of  NEW ATARI USER is
available either separately or on subcrip-
hon. Single price £2.95 per disk. Subscrip-
tion rates (6 issues)

Please make cheques payable to PAGE 6
PUBLISHING and send t o  the Editorial
address shown below

SUBMISSIONS
PAGE 6 welcomes and encourages its readers to
submit. articles, programs and reviews tor publi-
cation Programs must be submitted on disk or
cassette, articles should wherever possible be
submitted as text fi les on disk W e  seek to en-
courage your participation and do not have strict
rules tor submissions I f  something interests you.
write a program or article and submit Appropri-
ate payment w ill b e  m ade  fo r a ll pub lished prog-
rams and articles, all payments being made at the
end of the second month SeOwn on the COvet Of
the issue concerned

All original articles programs and other material
in N EW ATAR I  U SER  i s  copyrigh t  o f  the  author
as credited. All uncredited matenal is  copyright
PAGE 6. Unless containing the by-line 'Ali Rights
Reserved
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may be reproduced by User Groups and other
non-profit making organisations provided that the
author s name is included and PAGE 6 is credited
as the original publisher Permission to publish
elsewhere should be obtained from PAGE 6  or
the author. Editors o f  newsletters reproducing
material are requested to send a  copy of  the
relevant issue to the Editorial address of PAGE
6 Whils t  we take whatever steps we can to
ensure the accuracy of a rt icles and programs and
the contents at advertisements, PAGE 6 cannot
be held liable for any errors or claims made by
advertisers.

ATARI (TM) i s  a  regis tered t rademark  o f
ATARI CORP.A l l  references should be  s o
noted. NEW ATARI USER is an independent
publication and has no connection with Atari
or with any other company or publisher.

The next issue of
NEW ATARI USER

will be on sale 28th January
Editorial copy date is 14th December

C O N T E N T S

EDITORIAL
CONTACT

Issue 59 -  December/January 1992/3

MULTI-SPRITE by Robert Stuart
GERMAN GOODIES
Paul Rixon reviews more products from Ke-Soft
FIRST STEPS IN ASSEMBLY Part 3
Daniel Lea's tutorial continued
THE TIPSIER
CORISH'S COMPUTER GUIDE reviewed by The Tipster
FONT AND DISPLAY DATA CREATOR by Steve Lakey
DESERT WARFARE by Steven Wilds
XL/XE SOFTWARE REVIEWS by Paul Rixon
Stadire - Tetris 3D & Chess - The Last Guardian Ta g a l o n
NUMBER SORTING by Andrew Martin
A machine code routine for lightning speed
SNAKEY by Eric Liddell
Simple, easy to type, game fun
BANK SWITCHING Part 2 by David Manlove
SCOTLAND THE BRAVE! by Paul Rixon
A look at two excellent disk magazines
TUTORIAL TIME
lan Finlayson looks at the use of logic
SUPERSCRIPT reviewed by Les Effingham

THE ACCESSORY SHOP
ATARI SUPPORT - where to find it
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Ees„T AUTUMN  - Damon Howarth reports from the Trade Show 4 1
A320  AIRBUS reviewed by John S Davison 4 8
THE BUTTER TRUTH
Nicholas Bovington fits a ',litter to his ST
D/GENERATION reviewed by Damon Howarth 5 2
THE CARL LEWIS CHALLENGE reviewed by Damon Howarth 5 3
MAKING MUSIC 5 5
John S Davison has some fun with a  new Yamaha expander54
PAUL RIXON'S PD WORLD 5 6
THE STOS COLUMN 5 8
More STOS programs from Dion Guy
ELVIRA 2 reviewed by Damon Howarth 6 1
CATALOGUE OF DISASTER - a Christmas tale by Jet Cat .  6 2
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The Magaz ine for
the Dedicated Atari  User'

THE CREDITS
All o f  the u su a l st u f f  is o n  page 3  h u t  h e re  a rc
M c people w h o  m ade  t h is issu e  p o ssib le .

Les Ef fi n g h a m  h a te s co m p u t e rs a s w i l l  be  cle a r
trom th e  e d it o r ia l opposite  a n d  co n se q u e n t ly
la cks the  in sp ira t io n  f o r  a n y w it t y co m m e n t s t h is
Issue!

Sa n d y ca rr ie s on  a s u su a l a n d  ke e p s ch e e rfu l
t icsp ite  it  a l l
Paulette carries on as usual and has a new
boyf riend  h o l d  o n  a n o t h e r  n e w boyf riend
ju st  a  m in u t e

The Regular Contributors_ who provide the back-
bone o f  the m agazine  a n d  ca n  g e n e ra lly be re lie d
upon t o  come u p  w it h  good a r t icle s a n d  re vie ws.

Jo h n  S  D a viso n
John Sweeney
D a m o n  H o w a rt h
M on  Guy

ISSN No. 0958.7705

Jo h n  D a viso n  j r
Paul Rixon
Ian Finlayson
The Tipster

All o t h e r co n t r ib u t o rs f o r t h is issu e  a re  in d i-
vid u a lly cred ited  a lo n g sid e  t h e ir  a rt icle s o r  prog-
ra m s. Th a n ks t o  eve rybody f o r sh a r in g  t h e ir  en-
t h u sia sm  w it h  o t h e r At a r i u se rs.

Mauy, many I  hanks to An n  0 1  )risco ll fo r sending a
tape o f  I rish  m u sic and fo r her kin d  comments. They
are m u ch  appreciated.

And soon to OW M14SiC Whicki. hertruse of the reces•
sion, I s lim ited  th is issue  t o ju st  two  new C D s _ First ly
Tubular lie f fs 11 wh ich  I  wou ld  never have bought had
it not been shown on the TV I  ILVIN su rp rising ly
Impressed and the CD has been p layed almost con-
stant ly s i l k ,  Next b ig  su rp rise  is Eric Clanton w it h
Unp lowed ofi tch  is eminent ly lisicriab le . Fu n n y that.
since I  d o o r pa t t ie it la rly like  Eric Clapton o r the blues
but I  heard a  b it  on the rad io  rind  wa s intrigued.
Somenows U a ll clicks and th is is one o f  those t imes.
a b it  like  being at Cambridge late at  n ight when it  i f
warm and COS9. Last ly. ye t  again, John Prtne's
sing Years wh ich  has been player/  constant ly In the
cur ond  a t m as t a gue  times. Wi th  l i n o ,  ha r d a ll
round I  woukt  like  to h a w  had much more but a l leas!
Itus p e a r!  have a  long Christmas list  w it h  new, o r
reissue. CO's b y Suzanne Vega. June Tabor, M a rlin

1.k. St range ly Stannic., The  Alb ion Band  tRise
Up L ike The Surt). Vangelis. Bo b  Dylan. Loudon Wain
ivright. 10 .000  Maniacs, Roy Harper. Joan Baez,
Robin Williwnson,  t ricn ylib le  String Band_ Ch ris Rea_
Neil Young and Ent:a  a ll included! M t
-
t i t h e  S a n t a  
w i l t

be kin d  to a music staroed publisher!
Nro cartipelitir ia this  h a w  fire a  couple  of recirsons.

First ly on ly the scone two o r three people keep erth,
ing tititi n it it t io w it y taring to build up ci decent
colleettont Secondly it  upsets me to gtve a wa y CD's
arisen I  can't halve lild.M!! Lust issue 's winner wa s Phit
Johnson who just pipped Scotland's K. Anderson to
the  post wi th  m h o  ralit• r isstni

The next issue of NEW ATARI  USER could
feature YOUR article or  program.

so SEND IT IN NOW!

PAGEO shows just what you COM do with your Atari. NE14
ATARI USER hay alwaws beat cerrited entirely with Atari
equipment, biltialle on the X L hat more !we b with a tilegra
ST and other stop, who needs PC's or A im . 'With the
exception o f the fi nal output on a Lino:rpm and the use of an
in-biotite repro camera for  the photov and listings everything
is done on the ST. Hardware includes a A le r t ST2 upgrade d

Vills) . Sh111-5 M onitor, Supra PrAlb ' la r d Disk, an ,Atarl
/Auer Proem% ir tiken 12410 printer. Philips C A I5 N 0  monitor,
1301(t.., X F531 disk drive. S W disk da le . 850 thierface. N E t'
8023 printer. P rincipal software used IV P ager: and Fleet
Urea Publisher 10 . H a r r  1116.1" Mt-lades kerma, Tart.
hr ti, Turbo Baste and various custom written programs on
the Xl.t.VE_ Articles and programs sabotated on IL. ' X li  disks
are sultiected vat MItiing, custom written programs before
being transferred across in the ST con ! Ala i  ALA' Ali major
ditifIR is done with Pretext and pages are laid out with Fleet

Sure, Pitioloshre .4 doll with the finished pagev as Postscript
files is sent to a typesetting bureau to be loom : on a Linotron
and. hey presto, fi nished pages are vent hack exactly as you
see them. I t really does vetwk,' AU that is left iv to drop in the
thongs and photos.
Writ. Ws ne t quite as M I ,  as that hat rust get the Were
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easier and made things  possible that  years ago we could only  have been
dreamed of. Wit hout  a c omput er it  would not  be poss ible to create this

magaz ine but  hav ing a c omput er guarantees nothing!
This  issue may  reach you a few days late and a few of  the things  whic h should have

been inc luded are miss ing l i k ewis e  there are one or two things  whic h weren't  going
to be here Inc luded to fi ll gaps. Why? Well.  I had completed almos t  ninety  per cent of
the typeset t ing when the direc tory  of  the hard drive got screwed up (actually  displaced
by jus t  one byte) and the end result  was  that  I lost the ent ire typesett ing. Two weeks
work  gone in around ten seconds! Boy do I hate computers .  Not  only  that  but  at
almos t  the same t ime the laser printer died and I have not been able to proof  the copy
fully  so there nay  be even more mis takes  than usual.  Sorry  about  that  but  don't
blame me it 's the equipment  that  is malevolent !
For those who like the juicy  details  all I did was  to load up one of  the last  articles for

edit ing and resave it. Suddenly  only  that  fi le appeared in the directory.  Panic  sets in
almost  immediat ely  in these cases_ I got out  the sector editor to see what  was wrong
and discovered that  the direc tory  in the part ic ular folder had been displaced by one
byte but  I could not  fi gure out  how to put  it  right .  Firs t  t hing I t hought  of  was to back
up all t he work  I had done so far and so the ent ire issue was backed up onto floppies
before I set about  t ry ing to sort  the directory.  I managed to get one fi lename back but
the details  were not  correct  so I gave up and at tempted to bark  up the ent ire drive
part it ion to s tart  afresh. Because this  fi lename was not  correct  the back up program
bombed out  and it  seemed the only  t hing to do was to delete the file. I  picked it up
and dropped it  in the t rash can and when the drive did not  s top af ter a few seconds I
broke out  in a cold sweat. There was not hing I could do but  pray. The drive stopped
after several seconds and lo and behold every thing was gone. about  2 megabytes of
space. inc luding all the directories  had been wiped clean! Holding back the tears I
consoled myself  with the thought  that  at  least I had the current  issue on floppies and
so s tarted to t ry and copy it  back only  to fi nd that  t he direc tory  on the fl oppies had
been sc rambled too. That  was  it t wo weeks solid work  down the drain.  Time for a
bot t le or two of  wine and a long lie down.  Boy I really  do hate computers .
So this  issue has been recreated f rom scratch.  What  made it  worse was that  I lost all

of the last issue as well so things  like repeat  adverts  and several other items.
inc luding about  twenty  'spare' pages left over f rom last  t ime,  also had to be redone_ It
has taken lots of  blood, sweat  and tears  to get t his  far!
And what  about  t he laser? Well t hat  is another ent ire story of  its own.  All I wil l  say is

that  I can only  hope that  Atari wi l l  get it  back to me before the next issue is dud

A NEW STYLE
You can't  have failed to not ice the dif ferent  cover this  issue but  as they say you can't
judge a book by its cover. Ins ide you wi l l  fi nd muc h as before (malevolent  computers
permit t ing) and wit h your help and c ont ribut ions  and some economies we can keep
New Atari User going for a long, long t ime. Of  course we would have liked to have
cont inued wit h a nice full colour cover but ,  now that  we are not  in the main
newsagents.  It is  not ac tually  necessary and it  was one of the major produc t ion casts.
We have had several let ters in recent  mont hs  suggest ing we drop the colour cover in
these hard t imes  and so maybe it  doesn't  mat t er too much.  What  does mat t er is that
we can cont inue to support  the Atari as we have always done_ Long term readers will
remember that  this  is what  the mag looked like in the early  days so the circ le has
t urned but  the wheels  keep on rolling_

OUT OF SPACE!
Nearly  running out  of  room now so I wi l l  fi nish up wit h a couple of  bnei comments.

C O N T R I B U T I O N S :  We need y our voluntary  c ont ribut ions  to keep the
magazine interest ing. Share whatever you have wit h your fellow Atari ent hu-
siasts.

S U B S C R I P T I O N S :  Now our lifeblood so please tell all of  your Atari owning
f riends that  the f uture support  of  the Atari in this  count ry  depends on t hem
s upport ing us,
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T el :  0 2 1 - 3 5 3 - 5 7 3 0  o r  F A X :  0 2 1 - 3 5 2 - 1 6 6 9
NEW SOFTWARE FOR XMAS

As I mentioned in the Dusseldorf report in Octt lovember Issue 58 NEW
SOFTWARE FOR YOUR ATARI 8-BIT!!! Two new games this month and
more to follow

T H E  L A S T  G U A R D I A N :  A multi level vertical scrolling shoot -
a mup Fly  over the alien warship, destroying as many aliens and ground
installations as possible. If you survive 5 bombing runs and the dreaded
asteroids you have the chance to land back at your mother ship. Great
graphics and sounds

T A G A L O N :  Single or simultaneous two player search game. Find and
avoid the baddies. You start in the village of TAGALON. your mission is to
collect the hidden marbles and go to the room with the magic purple bed,
deep in the depths of the castle Sounds simple but on your quest you will
find that both the bacidies and player 2 can create a few problems
Roth of these new games will be available in the following three formats:
DISK 0.95 each' DUAL FORMAT TURBO HIGH SPEED AND STANDARD TAPE (4.95 each

N E W  M U L T I - B U Y S :  Due to a massive purchase of bankrupt stock I can now
put together multioacks of software for 18O0 or c a d g e  .)Sprs rind you ran  sai,e up to
40% plus Oust right tor Christmas so order early
MULTLPACK I BOOKS I  TAPES - IDEAL BEGINNERS STARTER PACK
• SPEED HAWK • HANGMAN '  CANNIBALS • TIFITIFRUTTI • STAR RAIDERS •
ASTEROIDS' MISSILE COM M AND' CENTIPEDE • AIRSTRiKE 2  • PLUS 600Al
PROGRAM BOOK • EASY PROGRAMMING FOR THE ATARI MICRO BOOK
NORMAL PRICE E POO MULTIPACK PRICE E5.00 PLUS POSPPACKING 0.50
MULTIPACK 2 - ROM CARTRIDGES
• STA R AiD ER S I i M iD N I GH I  MAGIC • I  IGH '  I  'OLE POSITION
NORMAL PRICE FOR ALL 4 1•21.501ILN. MACK PRICE Enke° PLUS POSTPACIONG E2.50

XL/XE DISKS
AIAN WRITER PIUS L 2 1  95
AL It FINATE REALITY ICITY) C  595
ATARI SMASH HITS 7 E  4 SO
BANDITS 40151100 ONLY E  550
SOUL DERDASH CORSI r  5 95
CHIPMUNK D 9 4  95
DROPZONE r  500
FL EKTRAGLior E  595
• 15 STRIKE EAGLE ( 9 9 5

DEEPER DUNGEONS r I 3  SD
LASER HAWK E  CK)
PAONTEZUMAS REVENGE ( 4  99
PAIPIAX FORCE ( 4  gs
NIGHT MISSION PINBALL E  5.50
PIHATESMARSAIly COAST E  7 96
RINTIRS DELIGHT E  7 50
SILENT SERVICE
STEVE DAVIS SNOOKER r  4 96
STRIP NIKFIN ( 2 3 . 9 5
IAUT IC E  5 50
THRAX I AIR ( 4 . 9 5
I OPAAHAWK E  9 95
Vioro Tin  F SHOP E I S  OD
WINTER EVENTS E  4 05
ATLANTIS E I 2 . 9 5
ALP REALITY !DUNGEON' E  9 06
BATTLE CRUISER E t a  95
BOOK-KEEPER K it t 1 9 a 6
CHESS MASTER 2030 g
cULTIVAIICAC.CHROMATICS E  560
DONALD t  5 SO
EXODUS ULTIMA II E 2 r . 9 5
UALAITLET 9  El6
!MIL TRATOR r  2  PS
MEGA BLAST I  E  SOO
MERCENARY •  2ND Cic r  c  5.03
NEWSROOM I . 1 5  DO
PANZER GRFNADIER E 1 0 . 9 5
pR NI LAB V2 t  5 G6
SAFER t  5 SO
STAR WARS ( 1 S T .
SUMMER GAMES t  I  gE5
SUPERScRIFT E 1 0 . 9 5
rECHNo NINA  t  5 50
TRICKY PRINT c  8 .
5 0r RIVIAL PURSUIT E  9 5
✓is icAt C E I D E ( '
JEW!. (  4 G6

XL/XE ROMS
ALL u t  ALES
ATLANTIS
INALLIRACER
RATTLEZOPIE
aLLPE MAN
CROSSBOW LIG)CRYSTAL CASTLES
EASTERN MONT
INTO THE FA III ES NEST
KARA TEKA
LODE RUNNER
MS PACmAN
MARIO BMUS
RALLY SPEEDWAY
0 BERT
RESCUE ON FRAC VILLAS
ROINOTRON 2064
SLIFER PACMAN
THoNLJE1411)X
ITS FOOTBALL
ADMALL
ATARI-WRITFR
BARNYARD BLASTER (LrO)
CHOPLortrFR
CHICKEN
CRIME BLISTER WO!I  F M IM E  HOME
eAnneA4 L
JOUST
LINKING LOGIC
I OGIC LEVELS
MATH ENCOUNTER
MILLIPEDE
POPE YE
OIX
RETURN OF THE JEDI
SKYWRITER
TENNIS
TYN) ATTACK.

r  6 ga.
t  5 CD
( 5  CO
t  C D

E
2
i
6
1
.
0
3
5
a

t  4 50
El7 SO
M I  95
t  5 00

LID 95
E10.95
E 5 CEO
f  5 95
t  5.00
E 6 CO

El 7.95
E 9 N5

E
E
1
5
7 
5
0
M
I

EIS 95
t  5 00
r iaS 0
t  6 00
E21 SO
E 195

r 5  WE 500

9 S5
r
t 
.
8
2

5 9
'
5

a SS
E 595
E 500
E 500
E 5 00
E 5 00
r c  CIO

ALSO MEGA MAGAZINE
ON DISK issues t: 2: 3:4:
13.00 each or f 10.00 for the
set. Issue 5 due out end of
December

XL/XE TAPES
3.5e rJl*1w'P,i I.4*' I  , • , .
H O 511.1d aod Srareare wog:WsALL Al' ONE M K T (1 50 000

ARCADE INUIT
MACHINE
BLENNIS SCARY
SCHOOL
ENCOUNTER
GAIDSTOBSTERS
LAS VEGAS CASINO
LIMON SHARK
MANAMA II
ICES AITACA
APAARROIE
BOULDER RASH
FLED
MaRy5 P ont

WPM FORCE
RNA COWMAN!..
SCAT I. A
iffi tX
BLACK LIMI•
CAVERNS
FRIO
1000'
OMITS
WILINION BIKI
PACER
STACK
ULM

RECONDITIONED HAM.
WARE & UPGRADE KITS

ATM 105
-
J 
D I S K  
a fi l
V L S  
C
S 5
C r
i

Xt12 TURBO DATA RED0R-
OERS C A S
MICRCt PRINT TRINTER INTER-
FACEI C 3 1
NEw FLASHING WRITE PRO-
TECT SWITCH C  7 9!
1-4 MEGABYTE RAM UPGRAIX
FOR BOOXI C A T  Sr!
256K UPGRADE Mil INIOXL £ 2 4  Ft!
64X UPGRADE KC 60ZOI1 F i t e :
481( UPGFIADE EC. 403 t i t
U S DOUBLER UPGRADE FOR
1050 DRIVES £ 2 9  9!
HIGH SPEED TAPE TURBO
UPGRADE E l

This is only a sma ll sample of our range of Alan 8-bit products. for lull details check out Issue 6  of our 32 page information caraiogue. But lust you will need to register
your name and lull postal address on our database. The cost of this service  is just £3.60 for 6 copies I  every 8 weeks): £6.00 Europe • 1 0 .0 0  elsewhere.

Alternative you can download the complete 130k data tile  from The City BBS on Tel. 021 321 1610
Prices on at) of the above items unless stated do not include post and packing Therefore please contact before ordering to conform availability and postage.

Remember to order early - last orders must reach us before ath DECEMBER tor you to receive them In time for Xmas!!W I S H  A L L  N E W  A T A R I  U S E R  R E A D E R S  A  V E R Y  H A P P Y  0 1 - 1 1 F I I S T M AS !

PROBABLY THE LARGEST MAIL ORDER STOCKIST OF ATARI B.BIT HARDWARE & SOFTWARE IN THE U.K.

ATARI XL/XE SUPPORT
EXCEL DISK MAG - NEW FORMAT IN JANUARY!

No. 20 (December) is out now - C4!
No. 21 is out January 1st at only C2_50!

From the January issue, each disk will cost only E2.50! A 6 issue
Subscription (from January to June) is now available for only f  15.

Great value!

EXCEL BACK ISSUES are available priced 12.50
each. Buy any 5 for £10, or lake every issue

(I - 20) for only £35!
THE LATEST XLIXE PO/SHAREWARE DISKS
CLASSICS & MUSIC 16 - Classical music!
ADVANCED MUSIC SYSTEM DEMO 2 - Excellent
,MEGABLAST & NFL FOOTBALL - Two new games
,DESKTOP & MECTOS - Unique DOS packages'
CAD XE 3D drawing package (130XE Only)
MICRO TALES 1 & 2 Two great kids stories
,EATWELL - Monitor your calorie intake
,ADVENTURE COMPANION 1 & 2 - Adventure help
,F15 CONSTRUCTION & MICRO MAP. Make new maps for F-15 Strike Eagle

and Quest for Power or Beneath The Pyramids!
DAISY DOT 3 - Working demo of the latest version of this superb print processor'
MAGIC SPELL - Text fife spell checkers for Atari DOS and SparlaDos users
DISK FILE MANAGEMENT Superb disk file database program. Supports

RAMdisk,
DRAGON'S TAIL A  graphic adventure construction tell (3 disk set for E7
1
1
GRAPHEUS Greek lest processor
, U s e f u l  t o r  
h i s t o r i a n s ,  
t e a c h e r
s  
a n d  
s t u d e n
t s '

PDSHAREWARE DISKS are all now E2.50 each. E10 for 5 or E20 for 121
1 A l l  a r e  d o u b l esided for extra vatue for money
, P l e a s e  
s e n d  
a  
s t a m p  
l o r  
l u l l  
1 S t  
G I  
o v e
r  
1 5
0  
d i s k
s
,  
N e
w

Hies every week!
PD cassere software also available!

ALL AVAILABLE FROM:
Rober t Stuar t,  21,  Str onsay Way,  Br ooml ands,  I rvine.

Strathclyde,  S CO TLAND,  KA11 1 HL
All cheques, PO 's to R. S TUART please!

OVERSEAS,' I t you want a iist. PLEASE order something. i  can't a tloa l to send out
dozens of lists by Air Mail!! Pay by cash or Sterling cheques o n e

TIGER DEVELOPMENTS
L I Z A R D
Battle you! way around the Reptilian System in this horizontally scrolling shoot •em up
Destroy tho solar ce lls to bring down the Force-fields protecting the huge monsters which
are waiting on each planet D I S K  O N L Y  E 4 . 9 9
P R O G R A M M E R ' S  W O R K S H O P  V O L U M E  4
Set up keyboard macros to do anything from changing screen colours to loading I4eS
running machine code routines at the touch of a  button A  really useful aid to any
programmer to save those aching lingers! D I S K  O N L Y  E 3 . 9 9

T A R K U S  A N D  T H E  C R Y S T A L  O F  F E A R
As Tang's ihe Aged Druid it It your mission to search the tour huge scrolling worlds for
the Crystals of Emotion using the spelks and keys available 10 you Ne w Atari User
Issue 58 "A p4g thumbs up to the author of Tarkus' D I S K  O N L Y  C 4 _ 9 9

MI S S I O N  Z I R C O N
Exciting 8 lever scrolling shoot ern up Features include arrmaled GrenPry and extra
weapons to buy D I S K  O N L Y  £ 4 . 9 9

B O I N G  I I
Bounce Berty Ball over the scrolling landscape taking care not to land to the sea or ha
the enemy TO help you there are smart bombs, extra ammunition. a  Super Gun and
underground tunnels D I S K  O N L Y  £ 2 . 9 9

S P E E D  F O X
Speed around the Universe neutralising enemy cells while uncle
, l i r e  V e r y  f a s t .  
s m o o t h
and addictive arcade game D I S K  O N L Y  E 2 . 9 9

B O I N G  I I / S P E E D  F O X  d o u b l e  E 4 . 9 9
P RO G RAMME R' S  WO RKS HO P  V O LUME  1

to 128 mode 12 screens and Store them in as little as 10k. Includes cede
instantly display screens

PROGRAMMER'S WORKSHOP VOLUME 2
Design and animate software sprites lop to 64 on screen,

PROGRAMMER'S WORKSHOP VOLUME 3
DOSIOn y our  Own di r p lay  I s r . and  wr i te m ter rup's  w
l h
,
5 u 1  u s o l u  
c c K I E T  
A n t  
t h i S

minI langt,age
PROGRAMMER'S WORKSHOPS all DISK 0 . 9 9

Send SAE for further details of our products
Order early for Christmas! All orders received before last first class posting day
will be sent in time for Christmas, Cheques PO s payable to Tiger Developments
S u o t i t  ° t a w  s i e r tg ( t t r i e S

TIGER DEVELOPMENTS, 26 MENZIES AVENUE,
WALMER, DEAL, KENT C
-
1 1 4  7 Q Z ,  
E N G L A N
D

New At a r i U se r . Issue 5 9 5



RAE PROGRAMMING

SPRITE X - r e g .
155-1

Ir-reg.
1555

COLOR reg.
704

2 1556 1557 705
3 1558 1559 706
4 1560 1561 707
5 1562 1563 1572
6 1564 1565 1573
7 1566 1567 1574
8 1568 1569 1575
9 1570 1571 711

MULTI-SNIT
T h e  Atari's  hardware sprite (or player/miss ile graphics

for purists!) system is one of  the machine's  best fea-
tures. You can create small s pi l led wit h t heir own

width,  colour,  horizontal pos it ion,  and vert ical pos it ion by
using the SPRITE MOVER program from New Atari User iSSUr
51 but  the main drawbac k  is that  only  four are available at one
time, although the missiles' can be used as a fifth sprite.
The program presented here expands upon SPRITE MOVER

by adding a Display List Interrupt routine which re-positions
the four sprites when the TV pic ture is half -drawn,  the pract ic -
al upshot  of  which is that  you can now use four sprites in the
top half  of the screen and another four in the lower half. The
DLI also changes the colours  of  the sprites. so you can have
eight dif ferent  coloured sprites  on screen at a t ime,  or nine if
you use the missiles!
The program uses X and Y co-ordinates for each sprite in a

s imilar way to SPRITE MOVER,  but  here you have to be more
careful when pos it ioning them,  as only  one half  of the screen is
available for each set of four sprites. The co-ordinates range
From 0-255 (horizontal) and 0-80 (vert ical) for the fi rst eight
sprites. but the missiles or fifth sprite, is not split half way
down the screen. The reason for this is that i f  you want to use
one sprite for your man or spaceship or whatever,  you wi l l
probably  not  want  to l imit  h im to only the top or the bot tom
half  of the screen, so the vert ical co-ordinates  for this  sprite
(number 9 in the program) range f rom 0- I 'M.  The table below
shows the memory  locat ions to use for pos it ioning the sprites.

6 I s s u e  59.  New Atur'r User

So. I f  you want  to make your seventh sprite white and place it
near the bot tom left c omer of  the screen, you would:

POKE 1566,60:POKE 1567,80:POKE 1574,14

The top four sprites in the program are current ly  defi ned as
ghosts, and the bot tom f our as lit t le st ick men;  the miss ile-
sprite is a box. You can of  course subs t itute new data for your
own sprite shapes for use in games or even for bright ening up
text screens. Des ign y our sprites on a grid of  8 (horizontal) by
16 (vertical) pixels in the same way as you would with re-
defi ned characters.  and put  t he data in lines 20 to 37.
Finally ,  avoid us ing keyboard input  while this  program is

fi n n i n g  as it  interferes  wit h the DLI  t iming and causes screen
fl icker. I f  you use this  program in a game, use a joyst ick
rout ine to move your main sprite.  I f  you encounter any prob-
lems or diffi cult ies wit h the program.  please drop me a line at
the EXCEL address and I ' ll do my best to help,  but  please
remember to enclose an SAE. Enjoy  the program!

EH  0  R E M
KR 1  R E M  TT
ES 2  R E M
HA 3  R E M  Q
TK
F8
OD

MY

Se

QV

I O
511

SH
SP

KA
51

KT
5 X

LM

211

AV
FIG
A l
RX

KR

XU

M U T T I S P R I T E
b y  R o b e r t  S t u a r t

4 RE M I I  RE M ATARI  US E R -  DE C 1 9 9 2  Q
5 R E M
b F O R  F =1 5 . 1 6  i 0  1 5 5 3 : P O K 1  1 , 8 :1 1 E X T  F : R
[ S T O R E  7 : F O R  1 -
-
- 1 5 5 4  
T O  
1 5 7 1 : R
E 4 D  
X : P
O K

E F , X : N E X T  F : P O K E  3 9 9 8 4 , 1 3 0
7 D A T A  7 0 , 2 0 , 8 0 , 3 0 , 9 0 , 4 0 , 1 0 0 . 5 0 , 1 1 0 , 2 8
, 1 7 8 , 3 0 , 1 3 0 . 4 0 , 1 4 0 . 5 8 , 1 5 8 , 7 5

8 F O R  F = 3 1 5 2 8  T O  3 2 7 6 7 :P O K E  F A T : N E X T  F
:P O KE  1 5 7 2 , b : P O K E  1 5 7 3 , 2 2 P O K E  1 5 7 4 , 2 1

8 :P O KE  1 5 7 5 , 8 6
9 P O K E  5 4 2 7 9 , 1 2 0 : P O K E  6 2 3 , 1 7 : P O K E  7 1 8 ,
O :P O KE  7 0 4 , 1 4 : P 0 K E  7 0 5 , 5 0 : P O K E  7 0 6 , 1 1 6
:P O KE  7 0 7 , 1 9 8 : P O K E  7 1 1 , 5 2
l b  R E S T O R E  2 0 : F O R  F = 3 2 7 6 8  T O  S 2 1 1 E : R E A
D X : P O K E  F , X : N E X T  F
2 8  R U M
2 1  D A T A  0 , 6 0 , 1 2 6 , 2 5 5 , 1 5 3 , 1 5 3 , 2 5 5 , 2 5 5 , 2
3 1 . 7 1 1 , 1 8 9 , 2 5 5 , 2 5 5 , 7 5 5 , 9 0 , 9 0
2 2  R E M  1 1 1
.
4 1 1 1 W i t e
l

2 3  D A T A  0 , 6 8 , 1 2 6 , 2 5 5 , 1 5 3 , 1 5 3 , 2 5 5 , 2 5 5 , 2
3 1 , 2 1 9 , 1 8 9 , 2 5 5 , 2 5 5 , 2 5 5 . 9 0 . 9 0
2 4  R E M
2 5  D A T A  0 , 6 0 , 1 2 6 , 2 5 5 , 1 5 3 , 1 5 3 , 2 5 5 , 2 5 5 , 2
3 1 , 2 1 9 , 1 0 9 , 2 5 5 , 2 5 5 . 2 5 5 , 9 8 , 9 0
2 6  R E M
7 7  D A T A  0 , 6 0 , 1 2 6 , 2 5 5 , 1 5 3 , 1 5 3 , 2 5 5 , 2 5 5 , 2
3 1 , 2 1 9 , 1 8 9 , 2 5 5 , 2 5 5 , 2 5 5 , 9 0 . 1 0
2 0  R E M

SAR I  1  D A  A

S P R I T E  3  D A T A

S P R I T E  4  D A T A

S P R I T E  5  D A T A
EC 2 9  D A T A  0 , 0 , 2 8 , 2 6 , 0 , 6 2 , 9 3 , 9 3 , 8 , 2 0 , 2 0 , 2

O, 2 8 , 5 4 , 0 , 8
LM 3 8  R E M
DM 3 1  D A T A  0 , 0 , 2 0 , 2 8 . 1 1 , 6 2 , 1 3 , 9 3 , 8 , 2 • . 2 9 , 2

0 , 2 0 , 5 4 , 0 , 0
MF 3 7  R E M
DR 3 3  D A T A  0 , 1 1 , 2 8 , 2 8 , 8 , 6 2 , 9 3 , 9 3 , 8 , 2 0 . 2 0 , 2

O, 2 0 , 5 4 , 0 , 0
MY 3 4  R E M
DV 3 5  DATA a , 1 4 , 2 6 , 2 8 , 8 , b2 , 9 3 , 9 1 , 6 , 7 6 , z 8 , 2

O, 2 0 , 5 4 , 0 , 0
MR 3 6  R E M

S P R I T E  6  D A T A

S P R I T E  7  D A T A

S P R I T E  8  D A T A

S P R I T E  9  D A T A
3 7  D A T A  2 5 5 , 1 2 9 , 1 2 9 , 1 2 9 , 1 2 9 , 1 2 5 , 1 2 9 , 1 2
7 . 1 2 / . 1 3 5 , 1 2 5 . / 1 5 . 1 2 9 , 1 2 9 , 1 2 9 , 2 5 5
4 7  R E M  1 1 1 1 4 1
* * * M M
1 1 4 1 1 1 2 1 8 1 1
, 1 1 1 1 0 8 4 1 8
M M M T M H
1 4 1 1
.
1
*

4 8  R E M  V E R T I C A L  a a a a a  I N T E R R U P T  C O D E
4 9  R E M  O P O H H . H . H . H . H . F . H I F O H . 0 1
-
0
1
-
1
H
9
S I
-
N
-
W W W W W W . H . M
4
H
,

5 0  R E S T O R E  6 0 : F O R  F = 3 8 7 2 8  T O  S 1 8 / 8 : R E A
D D : P O K E  F , D : N E X T  F
6 8  D A T A  1 7 2 , 1 , 6 , 1 6 2 , 0 , 1 6 9 , 0 , 1 5 3 , 1 3 , 1 2 4
, 2 3 2 , 2 8 8 , 2 2 4 , 1 6 , 2 0 8 , 2 4 7 . 1 7 3 , 1 8 , 6 , 1 4 1 , 8
. 2 0 8
b l  D A T A  1 7 2 , 3 , 6 , 1 6 7 , 0 , 1 6 9 , 0 , 1 5 3 , 3 3 , 1 2 5
, 2 3 2 , 2 0 0 , 2 2 4 , 1 6 , 2 0 8 , 2 4 7 , 1 7 3 , 2 8 . 6 , 1 4 1 . 1
, 2 0 8

1



I
T
E

TM 6 2  D A T A  1 7 2 , 5 , 6 , 1 6 2 , 0 , 1 6 9 , 0 , 1 5 3 . 3 3 , 1 2 5
, 2 3 2 „ 2 0 0 , 2 2 4 , 1 6 , 2 0 0 , 2 4 7 , 1 7 3 , 2 2 , 0 , 1 4 1 , 2
, 2 0 8
6 3  D A T A  1 7 2 , 7 , 6 , 1 6 2 , 0 , 1 6 9 , 0 ,
. 2 3 2 , 2 0 0 . 2 2 4 , 1 6 , 2 0 8 , 2 4 7 . 1 7 3 .
. 2 0 8
6 4  D A T A  1 7 2 , 9 , 6 , 1 6 2 , 0 , 1 6 9 , 0 ,
4 , 2 3 7 , 2 0 0 , 2 2 4 , 1 6 , 2 0 8 , 2 4 7
6 5  D A T A  1 7 2 , 1 1 , 6 , 1 6 2 . 0 , 1 6 9 , 0
2 5 . 2 3 2 , 2 8 0 . 2 2 4 . 1 6 , 2 0 0 , 2 4 7
6 6  D A T A  1 7 2 , 1 3 , 6 , 1 6 2 , 0 , 1 6 9 , 0
2 6 . 2 3 2 , 2 0 0 , 2 2 4 . 1 6 , 2 0 8 , 2 4 7

I J  6 7  D A T A  1 7 2 , 1 5 , 6 , 1 6 2 , 8 , 1 6 9 , 8 , 1 5 3 , 1 2 9 , 1
2 7 , 2 3 2 , 2 0 8 , 2 2 4 , 1 6 , 2 8 8 , 2 4 7

HP 6 0  D A T A  1 7 2 , 1 7 , 6 , 1 6 2 , 0 , 1 6 9 , 0 , 1 5 3 , 3 3 , 1 2
3 , 2 3 2 , 2 0 0 , 2 2 4 , 1 6 , 2 0 8 , 2 4 7

OR 6 9  D A T A  1 6 2 , 0 , 1 8 9 , 1 8 . 6 , 1 5 7 . 8 . 6 . 2 3 2 , 2 2 4
, 1 8 . 2 0 0 , 2 4 5
70 D A T A  1 7 2 , 1 9 , 6 , 1 6 2 , 0 . 1 8
3 . 1 2 4 . 2 3 2 , 2 0 0 , 7 2 4 , 1 6 . 7 0 8 ,
7 1  D A T A  1 7 2 , 2 1 , 6 , 1 6 2 , 0 , 1 8
3 3
,
1 2
5
.
2
3
2
.
2 8
8
.
2
2 4
.
1 6
,
7 0
8

7 2  D A T A  1 7 2 , 2 3 , 6 , 1 6 2 , 8 , 1 8
3 3 , 1 2 6 , 2 3 2 , 2 0 0 . 2 2 4 , 1 6 . 2 8 8
7 3  D A T A  1 7 2 , 2 5 . 6 . 1 6 2 , 8 , 1 8
3 3 , 1 2 7 , 2 3 2 , 2 0 0 . 2 2 4 , 1 6 , 2 0 8
7 4  D A T A  1 7 2 , 2 7 , 6 , 1 6 2 . 8 , 1 8
1 2 1 , 1 2 4 , 2 3 2 , 2 0 0 , 2 2 4 , 1 6 , 2 8
7 5  D A T A  1 7 2 , 2 9 , 6 , 1 6 2 . 0 , 1 8

TE

DP

CZ

FR

AF

BB

OP

M I

PIB

MO

5 k

I O

T S

JO

D I
1114
DPI
wC

D

Sc

14J
NA

ON

1 5 3 , 3 3 , 1 2 7
2 4 , 6 , 1 4 1 , 3

1 5 3 , 1 2 9 , 1 2

. 1 5 3 , 1 2 9 , 1

, 1 5 3 . 1 2 9 . 1

/ , 0 , 1 2 8 , 1 5 3 , 3
2 4 4
9 , 1 6 , 1 2 8 , 1 5 3 ,
. 2 4 4
9 . 3 2 , 1 2 8 , 1 5 3 ,
, 2 4 4
9 , 4 6 , 1 2 8 , 1 5 3 ,
. 2 4 4
9 . 8 4 , 1 2 6 . 1 5 3 .
6 , 2 4 4
9 , 8 0 , 1 2 8 , 1 5 3 ,

1 2 9 , 1 2 5 , 2 3 2 , 2 8 8 , 2 2 4 . 1 0 , 2 8 6 , 2 4 4
7 6  D A T A  1 7 2 . 3 1 , 6 , 1 6 2 . 8 , 1 8 9 . 9 6 . 1 2 8 . 1 5 3 ,
1 2 6 . 1 2 6 , 2 3 2 , 2 8 8 . 2 2 4 . 1 6 , 2 8 8 , 2 4 4
7 7  D A T A  1 7 2 , 3 3 , 6 , 1 6 2 . 0 . 1 0 9 , 1 1 2 , 1 2 8 , 1 5 3
. 1 2 1 . 1 2 7 . 2 3 2 . 2 0 8 , 2 2 4 , 1 6 , 2 0 0 , 2 4 4
90 DATA 172,35,6,167,11,1119,128,128.153
, 3 3 „ 1 2 3 , 2 3 2 . 2 0 8 , 2 2 4 . 1 6 . 2 0 0 , 2 4 4 . 1 7 3 . 3 4 .
6 , 1 4 1 , 7 , 2 0 0 , 2 4 , 1 0 5 . 2 , 1 4 1 . 6 . 2 0 8
9 1  D A T A  1 0 5 , 2 . 1 4 1 . 5 . 2 0 8 . 1 8 5 . 2 . 1 4 1 , 4 , 2 0
8 , 7 6 , 9 8 , 2 2 8
9 7  R E M  1 1 4 1 * * * * * * * * * * * * * * 1 1 4 4 4 4 4 H H * * * * * *
1 8  R E M  D I S P L A Y  L I S T  I N T E R R U P T  C O D E
9 9  R E M  . 1 1 1 - 1 1 4 H . H . H . H . H * 1 4 1 . 1 4 1 . * * 4 1 4 0 4 1
1 8 0  R E S T O R E  1 1 8 : 1 0 0  F = 3 1 2 1 2  T O  3 1 2 8 5 : 0

EAD  D : P O K E  F
a
D : N E X T  
f

1 1 8  D A T A  7 2 , 1 7 4 , 2 6 . 6 „ 1 4 1 . 1 0 , 2 1 2 , 1 4 1 , 8 ,
2 0 8 . 1 7 3 , 2 8 , 6 , 1 4 1 , 1 , 2 0 0 , 1 7 3 , 3 0 , 6 , 1 4 1 , 2 ,
2 0 8 . 1 7 3 , 3 2 , 6 , 1 4 1 , 3 , 2 0 0
1 1 1  D A T A  1 7 3 , 3 8 , 6 , 1 4 1 . 1 8 , 2 8 8 , 1 7 1 . 3 7 . 6 ,
1 4 1 , 1 9 , 2 0 9 , 1 7 3 , 3 8 , 6 , 1 4 1 , 2 9 , 2 0 8 , 1 7 3 , 3 9 ,
6 , 1 4 1 , 2 1 , 2 8 6 , 1 0 4 , 8 4
I ' ?  REMiummme-8-8-8-0-840-84d-8-846-8-8-8-8-8.
1 9 8  R E M  S E T  I N T E R R U P T  V E C T O R S
1 9 9  R E M  *****1141410H*AIIHNI000-0-N-1146
2 0 8  P O K E  5 4 2 8 6 . 0 : P O K E  5 4 8 , 0 : P O K E  5 4 9 , 1
2 0 :P O KE  5 1 2 , 0 : P O K E  5 1 3 , 1 2 2 : P O K E  5 4 2 8 6 ,
1 1 2 :P O KE  5 3 2 7 7 , 3 : P O K E  5 5 1 , 6 2

by Robert Stuart

DISK BONUS
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Its sinple, just put the pieces into the shove.

A  ne a t  l i t t l e  puz z le  by  S t e phe n  Logic
t ha t  w i l l  ha v e  y ou  a t  y o u r  w i t s  e nd

PLUS TETR IS  by R ichar d  C ar t er
A  ne a t  v e r s ion o f  t he  c lass ic  ga m e

Full details  o f  thos e p rograms  a re  o n  thts  is s ue's  dis k  wh ic h  c an
be ob t a ined  f rom P age  5  f o r lus t  £2.95. S e n d  y our cheque.  P.O.
or c redit  c ard number to PAG E 6, P a  Box  54, Staf ford.  S T1 5  1TB
or t e lephone u s  o n  0 7 8 5  2 1 3 9 2 8  f o r  y ou r  c opy

MAILBAG
Mai l bag wi l l  be back next issue!

We are ext remely  pleased to announce that  Allan J. Palmer.
one of  our readers and supporters  f rom the very early  days.
has volunteered to become Mailbag Editor

Allan has  a wealt h of  experience wit h the Atari Classic  and
wil l  welcome your let ters and queries  to t urn Mailbag into
an interac t ive c olumn where inf ormat ion can be shared
amongs t  us  all,  but  he cannot  do this  alone, he needs your
regular letters and feedback.

Wr i t e  to Ma i l bag  NOW with any ques t ions  or comments  to
get the c olumn started.  You feedback is needed right  away
because the copy deadline for the next issue is looming!

Wri te  to:

MAILBAG, Page 6, P.O. Box 54, Stafford, ST16 1TB
PLEASE MARK THE TOP OF YOUR LETTER 'MAILBAG'

Do you own an Atari Computer?
A Lynx? VCS? 8-Bit? S T rr f?

Yes. Then you need - 8 : 1 6
Produced by the Bournemouth & Poole Atari User Group
(BaPAUG to its friends), 8:16 covers the whole world of
Atari computing. I t  regularly runs articles on all the
machines, including cheats for Lynx games, programming
tutorials for the 8-bit and ST/TT, game reviews for the VCS
and reviews of the more serious or unusual software titles.

Current subscription rates for 4 issues are:
UK: .E6.50 /  Europe: .C10.60

Rest of the world: £10.60 (sea); 1:18.50 (air)
Payment in UKL only, payable to The BaPAUG

260 Poole Lane, Bournemouth, Dorset BH 11 91) I
New Atari User - Issue 59 7



GERMAN GOODIES 1
UMSOFTWARE

i )
,

K interest  rates are far too low according to one Ger-
man bus inessman - interest ,  that  is, in  the Atari
sof tware produced by his  company.  Fol lowing my  re-

port  of  Ke-Soft merchandise in issue 57 the proprietor Kemal
Ezcan received several enquiries  f rom Brit is h Atarians  - but
hardly  any orders!  The reason for this  isn't  ent irely  c lear but  it
seems likely  that  mos t  users are ret icent  when it  comes to
sending monies  abroad - hardly  s urpris ing after this  year's
his toric  chaos in the foreign currency  markets !  I f  you were
discouraged in this  way, t he good news  is that  Mic ro Discount
are ac t ing as agents for Ke-Soft produc ts  in the UK and wi l l
import  certain t it les subject  to demand (though not  necessarily
the ent ire range). Of  course, in the absence of  suffi cient sales
to Brit ish users it  wil l  not  mak e economic  sense for Ke-Soft to
cont inue produc ing English ins t ruc t ions ,  and one of  the few
remaining sources of  new 8-bit  sof tware wil l disappear.  Ke-
soft"s latest releases (all wi t h English t rans lat ions) comprise a
game and two ut ilit ies  - one brand new and the other result ing
f rom their recent acquis it ion of  the rights  to publish Xl.cnt
Sof tware tit les.

LASERMAZE is charac teris t ic  of  other Ke-Soft games, both in
style and quality .  I t 's a mult i-level puzzle of  the type that 's
exceedingly addic t ive and has consequent ly  achieved great
popularit y  in the gaining world.  This  t ime the story is that  a
Sorcerer named Monk  is s tuck in an underground maze and
his  only chance of escape is  to destroy a quant it y  of  dangerous
mines  in each of  fifty caverns. His  act ion wil l  apparent ly  save
the world but  don't  ask how!

Every screen contains  a mix t ure of  walls, mines  and various
special objects. Your task is s imply  to eliminate the mines  by
direc t ing a laser beam into them.  The laser source cannot  be
moved but  the beam is deflected of f  of walls  and 'refl ector
boxes' whic h Monk  can pus h around the screen in response to
c ommands  issued f rom your joyst ick. There's  no t ime restric-
t ion so you can af ford to t hink  carefully  about  the best pos it ion
for the boxes before let t ing rip wit h the laser. Ammuni t ion  is
l imit ed so you should t ry  not  to waste too many  shots. I f  you
(lon't  hit  a mine and the beam is absorbed by a non-refl ect ive
material,  you can s tudy  the beam's  path before your next
at tempt .  Objects to watch out  for inc lude ammuni t ion  charges.
bonus  points  and k il ler mut ant s  who rapidly  deplete your
laser's power.  I t  soon becomes quite a challenge,  but  f ortun-
ately each level has  a pass code for direct  access in f uture
sessions.
Graphics  and sound are reasonable t hough not ,  as Murray

Walk er would say. totally  sensat ional!  The game scores highly
in the addic t ion depart ment  and,  wi t h fi fty puzz ling levels, is
likely  to keep you occupied for a wort hwhi le period.  As wit h
other Ke-Soft games of  this type the fl ip-s ide of  the disk
contains a screen editor so you can create as many  new levels
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LASERMAZE

Paul Rixon discovers more
new software from Germany.
Isn't  i t  t ime you took a
serious look?

as you wish.  My  only  complaint  is  that  Kc-Soft  have las usual)
print ed the ins t ruc t ions  in red ink  on bright  orange paper,
mak ing t hem a real effort  to read, This  may  be a clever
deterrent  agains t  photocopy ing land is likely  to keep the local
opt ic ians  in business) but  it 's  not  exact ly 'user f riendly '.  A good
game though!

KE- COMMANDER
If you're f amil iar wit h the increas ingly  dominant  PC machines

you've probably  come across disk  ut il it y  programs  such as
Xtree and Nort on Commander  which enable you to manipulat e
files and direc tories  in a s imple and efficient manner.  KE-
COMMANDER is Ke-Soft 's implement at ion of  s imilar facilit ies
for y our 8-bit  Atari.  It prov ides  an alternat ive to Mar rs  DUP-
_SYS (the program that  normal ly  loads when you type DOS
f rom Basic) and c laims  to be compat ible wit h all Dos  2.x
versions, St rangely  it  refused to work  correct ly wi t h the DOS
contained on KeSoft 's dis t ribut ion disk  but  had no problems
coping wit h my  own copy of Dos 2.5! It also worked fi ne
alongs ide Turbo Basic.
Ke-Commander is based on a split  screen display.  each half

lis t ing the direc tory  contents of  a pre-selected drive. I nit ially
the system is set up to read drives one and two so if  you don' t



have a second drive. the first t h ing you encounter is a rat her
alarming error message However,  you can easily change the
default  so that  both port ions  display  drive one, or any other
drive in your system - even a RAM disk.  The TAB key toggles a
cursor between the two halves and the arrow keys can be used
to scroll up and down the lis t  of  directory entries.  You can
have the items sorted by fi lename,  t ile extension, ascending fi le
size or in the 'normal'  sequence. There are v iewing facilit ies for
text fi les, font  fi les and mode 8 or 15 pic ture files. Simply  move
the cursor onto the required ille,  press the appropriate *view'
kcy and,  prov iding i f s  in the proper format .  Ke-Conimander
displays the fi le on screen,
One of  the most  useful and powerful func t ions  of  Ke-Coni-

mander is its lagging facility. You can lag and unt ag indiv idual
files by  highl ight ing them wit h the cursor and press ing the
space bar,  or vou can enter a mask  s t ring (such as *.BAS) to
capture groups  of  s imilar files. The tagged fl ies can then be
deleted, locked, unlocked,  renamed or copied in one process.
In the lat ter case the two direc tory  lis t ings correspond to the
source and des t inat ion drives for the copy - i f  these are the
same. Ke-Commander  prompts  you when to change disks.
Ot her func t ions  let you f ormat  disks in s ingle or dual density
mode, writ e DOS and DUP to a disk, toggle the verify facility
and launc h ' runnable• files.
Orange ins t ruc t ions  aside Ke-Commander is an ex t remely

capable and t ime-sav ing ut ilit y .  I f  you f requent ly  s t ruggle wit h
the less t han ergonomic  interface of  Atari's DOS you wil l  be
delighted wit h Ke-Commander's  f riendly  design and powerful
complement  of  funct ions es pec ia l ly  that  lag facility!

TYPESETTER
reported in a prev ious art ic le that  Ke-Sof t  were about  to

re-release some Xlent  Sof tware applicat ions  inc luding Firs t
XLent  Word Processor, Megairont  II+ and Page Designer,  I was
therefore ext remely  pleased to receive proof  of this encouraging
news in the form of  Typesetter. XLent 's  desktop publ is hing
program for your 8-bit  Atari.  The package has many  features
(fortunately  the ins t ruc t ions  are printed in a readable colour!)
and a f ull explanat ion would great ly  exceed the space available
here, but  hopefully  an overv iew wil l suffice to explain the
basics.
Typesetter is supplied in t wo versions for 64K and I 28K

machines  - t he lat ter is recommended to obtain max imum
funct ionality .  The program's  aim is  to s implif y  the produc t ion
of a s ingle page of  text and graphics  whic h you can subse-
quent ly  dump to your printer.  I t  comprises  two ut ilit ies  to help
you achieve this  - Text  Edit or and Sketch Pad.
The Text Edit or allows you to enter words  on the page us ing

dif ferent  font styles, sizes and t yping direct ions.  The screen
can only  display  a s mall port ion of  the page but  the v iewing
window scrolls In f our direc t ions  to reveal the ent ire area.
Cont rol•key  c ommands  enable you to switch text styles be-
tween s tandard,  graphic  symbol and int ernat ional charac ter
sets or to load in fonts f rom disk  (several are supplied).  You
can set the height  and widt h of  characters. rotate them
through ninety  degrees and type in f our direct ions.  You can
load pic tures  in 62-sector format  and overlay text and
graphics_ There are many  other commands  and 128K users

e n  A D  t w a r eb' e s e nts
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benefi t  f rom extras such as italics,  horizontal slice and mem-
ory  bank  swit ching for increased resolut ion.
Sketch Pad is  a s t raight f orward drawing program that  lets

you des ign graphics  for Inc lus ion on the main page, or  edit
segments to improve the detail.  Drawing opt ions  inc lude fi ll
(us ing a variety of  methods),  plot  us ing three alternat ive brush
widths ,  draw,  c irc le,  sphere and colour.  You can copy your
page design to Sketch Pad and vice versa, or save it  indepen-
dent ly  on disk.  I nput  is  by Joystick on the 64K version. but  for
I 28K machines  there is a choice of joystick, Touch Tablet ,  or
Koala Pad modes.
When it  comes to pr int ing your perfected design Typesetter

prov ides opt ions  to dump the image vert ically  us ing full or half
page height ,  or horizontally .  You can out put  to Epson or
Prowrit er compat ible printers .  Because you can't  v iew the
ent ire page wit hout  get t ing a hard copy Typeset ter isn't  exactly
the f riendlies t  program of  its type but  Ke-Soft  wi l l  happily  offer
you other XLent  Sof tware ut ilit ies  whic h are intended to make
life a lit t le easier. Page Des igner displays half  the page at a
t ime so you can f ormulat e rough layouts  and then load t hem
into Typesetter.  It also comes wit h a ut i l i t y  whic h converts
Atari Art is t  and Koala pic tures  into uncompressed fi les. Mean-
while.  l 'S Interface allows the inc lus ion of  Printshop icons and
fonts in y our page layouts_ Typeset ter can be purchased wit h
Page Des igner and PS Interface at reduced cost. I f  you're ' into'
DTP, note that  the highly  acc laimed Print  Shop is also avail-
able f rom Ke-Soft.  I f  you're look ing for a disk drive, they  can
sell you one of  those too!
Once again I mus t  s t rongly  rec ommend that  you check out

the c ommendable services of Ke-Solt. The poss ibilit y  of  future
English vers ions of  Ke-Solt  games and applicat ions  is ent irely
dependent  on your response. It really  is a case of support  now
or regret later.

WHERE DO I  GET THEM?
he-Soft  sof tware can be purchased direc t ly  f rom Kemal Ezcan,
Ke -Soft. Frakenst rasse 24. 6457 Maint al 4, Germany .  Tele-
phone +49 6181 87539.  A price list is  available on request.  The
UK dis t r ibut or is Derek  Fern,  Mic ro Discount ,  265 Chester
Road. Street ly.  West Midlands ,  B74 3EA. Telephone 021 353
5730.  Before ordering you should writ e or phone for details  of
the items current ly  available.
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ast issue you were introduced to two maths corn-
mands. so to continue the mathematical  theme, wel l
look at multipl ication and division. Since multipl ica-

tion is only repeated addition and division is repeated subtrac-
tion i t is possible to multiply using ADC. and divide using
SBC.
Example of multiplication

NUM I =20
NUM2=121
LDX NUM I
LDA #0
STA ANS
STA ANS+ 1
TXA
BEQ END
LOOP LDA
ANS
CLC
ADC NUM2
STA ANS
LDA ANS+ I
ADC #0
STA ANS+ 1
DEX
BNE LOOP
END RTS

This form of multiplication is fine when the number  of loops
Is quite small. However,  l i the number  of loops becomes a fairly
large number  then quite a considerable amount of time can be
taken to perform the multipl ication, well for the microproce-
ssor anyway!
There are ways you can speed up the process, for instance if

one or both of the numbers is a multiple of another number
e.g.# 30 = 6 • 5. You could first multiply by 6 then multiply the
answer by 5. So only 11 addi tions would be needed rather
than 30.

of two single byte numbers.

The two numbers which
:arc to be multiplied

:clear the answer
:locations

:check x isn't zero

;add num2 onto ans

:it carry add onto
:high byte

WORK IT OUT!
There are commands available in machine code which are

useful i f you wish to multiply or divide by factors of two, but
before I go on to those you might be wondering since I've
shown an example of multipl ication as repeated addition, how
you go about dividing two numbers? Well rather than give you
the program. you can figure it out for yourselli here are a few
pointers though.  To make it simple have a 16 bit number
divided by an 8 hit number .  Now remember the answer to a
division is how many subtractions you can make of the num-
ber you are dividing by. So you make the computer  subtract
the 8 bit number  from the 16 bit number  as many times as is
necessary to get it less than the number  you are dividing by.
The number  of times you subtracted is the answer. The num-
ber remaining in the end is the remainder! Easy!!
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Daniel Lea continues his
series for the beginner

MORE NEW COMMANDS
After that diversion wel l  get onto the magic commands for

dividing and multiplying by factors of two. These are none
other  than ASL and 1SR!!

A S L  stands for Arithmetic Shy? Left. What it does is shift all
the bits in a binary number  to the left as below (in binary).

00001 10 I becomes 0001 1010
or 13 becomes 26

The effect therefore of ASL is to DOUBLE the number .

The MSB is put into the carry flag e.g.

10000000 becomes 00000000 with I  i n the carry flag

A zero, as you can see, is automatically added to the end of the
binary digits.
Format can be in one of two ways:

Firstly the normal addressed format
ASL [address'

Addressing modes which can be used are direct and X
indexed direct and the command also works In the zero
page forms of these two.

There is also a second available format i.e.

ASL A

which performs the operation on the Accumulator.  There is no
form to perform this or LSR on the index register.

L S R  - Logical Shift Right

Shifts the bits Right thus dividing the number  by two. This
instruction shifts all the bits r ight and 0 is put in the MSB (8th
bit) whilst the 1SB (1st bit) is transferred into the carry flag.

10101010 becomes 01010101 and 0 is put in the carry flag

The formats and so on are exactly the same as with ASL.

ROL and ROR
There are two more related commands which are ROL and
ROR.

R O L  ROtates the bits LO
-
1
R O R  ROtates the bits Right



1 8  ;
2 0  ; 0 8 /  J O Y S T I C K  C U R S O R  M O V E R
3 8  ; b y  D . J . L e a  J A M  9 2
4 0  ;
5 8
6 0  J O Y m 6 3 2
7 8  O U T C H AR =G 7 1 2 8
8 0  ; I f  y o u  h a v e  a n  o l d  a t a r i  4 0 0  o r
9 0  ; 8 0 0  c h a n g e  O U T C H AR  t o  6 2 1 4 0
0 1 0 0
8 1 1 0  * . $ 0 6 0 0
0 1 2 0
8 1 3 0  ; s e t u p  U
0
I
8 1 4 8
0 1 5 8  L D A  5 4 6
0 1 6 8  S T A  E V I I I + 1
0 1 / 8  I D A  5 4 7
8 1 8 8  S T A  F V O Y 4 2
0 1 9 8  I D A  U V I I I R 2 5 5
8 7 0 0  S T A  5 4 6
8 2 1 0  L D A  1 1
1
, 1 0 I / 2 5 6
0 2 2 0  S T A  5 4 7
0 2 3 8  B R K
0 2 4 8

0 2 5 8  ; V e r t i c a l  B l a n k  i n t e r r u p t
8 7 6 0  ; c h e c k s  j o y s t i c k
0 2 7 0  ; m o v e s  c u r s o r
0 7 8 0  ;
0 2 9 8  V B I
6 3 0 0  I D A  J O Y
0 3 1 0  A N D  U l
8 3 2 8  8 E 0  U P
0 3 3 0  I D A  J O Y
0 3 4 0  A N D  U 2
0 3 5 0  B E D  D O W N
8 3 6 0  L F R T  L D A  J O Y
8 3 7 8  A N D  1 1 4
8 3 8 0  0 E 0  L E F T
o l ' e  I D A  J O Y
0 4 8 0  A N D  U n
0 4 1 0  B E D  R I G H T
0 4 2 0  D E N T
0438 E V BI  JMP s r r f  ; o b i  Jump
8 4 4 8
0 4 5 0  ; C u r s o r  m o v e m e n t  r o u t i n e
0 4 6 8
0 4 7 8  U P  L D A  1 1 2 8
0 4 8 0  J S R  O U T C H AR
0 4 9 0  J M P  [ F R I
0 5 8 8  D O W N  L D A  U 2 9
8 5 1 8  J S R  O U T C H AR
0 5 2 0  J N P  L F R T
8 5 3 8  L E F T  I D A  U 3 8
0 5 4 0  J 5 R  O U T C H AR
8 5 5 8  J M P  D E N T
0 5 6 8  R I G H T  L D A  1 * 3 I
0 5 1 0  J S R  O U T C H AR
0 5 8 8  J N P  D E N T

ROI- is similar to ASI,. both in action and in addressing modes
available etc. The important difference is that when the bits
are shifted left the value of the carry flag is put in the LSB.
Then,  as in AS1... the old MSB is put into the can)' flag. e.g.

01111000 with carry flag I
becomes

11110001 wi th carry flag 0

ROR is the Equivalent of I.SR. How this works is the carry flag
Is put in the new MSB and, as in 1-SR, the old LSB is put into
the carry flag. e.g.

11110001 wi th carry flag 0
becomes

011110000 with carry flag 1

ROI, and ROR are useful when we consider 16 bit multiplica-
tion or division (in factors of two). The routine is similar to 16

t o
2 0
3 0  ; T e x t  c o n v e r t e r  -  b y  D . J . L e a
4 0  ; 2 1 / 1 / 5 2
5 8
6 0
6 5  ; a d d r e s s e s  f o r  u s e  i n  t h e  p r i n t
6 6  ; r o u t i n e
6 7
1 0  C 1 0 0 - 7 5 E 4 5 6
8 0  5 B U F F 2 0 3
9 0  I C B 4 L = S 3 4 4
0 1 0 8  I C O L I = S 3 4 0
0 1 1 0  I C C O W - S 3 4 2
0 1 2 0  P U T R ( C . 8
0 1 3 0
0 1 4 0  8 = S 0 6 0 0
0 1 5 8  ;
0 1 6 8  L D A  U T E X T & 2 5 5  ; P u t  l o c a t i o n  o f
0 1 7 0  S T A  S B U F F  ; t e x t  i n  p a g e  0
8 1 8 8  L D A  3 * T E X T / 2 5 6  ; s b u f f  f o r  u s e  i n
8 1 9 0  S T A  5 B U F F + 1  ; c o n v e r t  a n d  p r i n t

JSR  P R I N T I T  ; g o t o  p r i n t  r o u t i n e
;

0 2 2 8  ; t e x t  c
; i O n  r o u t i n e8 7 3 0

0 7 4 8  C O N V E R T
8 2 5 0  I D Y  n o  ; s t a r t  W i t h  fi r s t
0 2 6 0  ; c h a r a c t e r
0 2 7 0  C L P  L o a  c s o u r r ) , v  ; l o a d  i n  4  t e x t  c h

a r a c  t e r
8 2 8 0  C M P  1 1 1 5 5
0 2 9 0  8 E 0  ( L P
0 3 8 8  C M P  1 * 3 2
0 3 1 8  0 E 0  A D D
8 3 7 0  A N D  3 * 3 1
8 3 3 0  C L C
8 3 4 8  A D C  U 6 4  ; m a k e  u p p e r  c a s e
0 3 5 8
0 3 6 8  ; a d d  V G  i n s t e a d  t o  b e  l o w e r  c a s e
0 3 7 8  ; a d d  a n o t h e r  1 2 8  t o  i n v e r t
0 3 8 0
0390 S T A  c s o u r f ) , v
0 4 0 8  A D D  I l r f
8 4 1 0  J M P  C L P  ; c o n t i n u e  1 0 0 0
0 4 2 0  ( L P
0 4 3 0  J S R  P R I N T I T  ; C o n v e r s i o n  o v e r
0 4 4 8  B R K  ; P r i n t  a n d  e n d
0 4 5 8
8 4 6 0  ; P r i n t  t e x t  r o u t i n e
e4 i e
0 4 8 0  P R I N T I T
0 4 9 0  I D V  1 1 0
0 5 0 0  L O X  u t i
0 5 1 0  L D A  1 * 1 2 7
8 5 2 0  S T A  I C I I L L , X
0 5 3 8  L D A  n o
8 5 4 0  S T A  I C O L L + 1 , X
0 5 5 0  I D A  U P U T R E C
0 5 6 0  S T A  I C C O M , X
8 5 7 0  I D A  S B U F F
0 5 8 0  S T A  / C B A L , X
0 5 9 0  L D A  S B U F F + 1
0 6 0 0  S T A  I C O 4 L I 1 1 , X
0 6 1 0  J S R  C I O V
0 6 2 0  R T 5
0 6 3 0

8 6 4 0  T E X T  . B Y T E  .
" T e M T  1 M  
5 e .
1 5 5

Continued overleaf LW
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bit  addit ion or subt rac t ion,  for example.  to mult iply  a 16 bit
number  by 2

ASL FIG
ROL FIG+1

Exwapies :

1
1
0
1
1
1  
1  
1

LDA #223 11011111
AND #23I A

]  
1
0
0
1
1
1

Ac c umulat or=199 1 1 0 0 0 1
1 1

I DA  #170 10101010
AND # I 5 A00001111

Ac c umulat or=10 00001010

LDA #170 10101010
AND #85 A01010101

Ac c umula t or . ° 0
0
0
0
0
0
t
)
0

Rules
0 0 1 1

 v 1 v Ox il

0 1 1 0

Examples
W A  #223 1

1
0
1
1
1  
1  
1

EOR #231 * 11100111

Ac eumulat or=56 0 0 1
1
1 0 0
0

E.DA #170 1 0
1 0
1
0 1
0

EOR #15 v00001111

Ac c umulat or . 165 1
0
1
0
0
1
0
1

LDA #170 1
0
1
0
1
0
1
0

EOR #85 v 0
1 0
1
0 1
0
1

Ac c umulat or=255 11111111

ExamMes:
LDA #223 11011111
ORA #231 v I 1100111

Ac c umulat or=255 11111111
LDA #170 10101010
ORA #15 v000011 I I

Ac c umulat or=175 10101111

LDA * 170 10101010
ORA #85 v01010101

Ac c umulat or . 255 11111111

I..SR FIG
ROR FIG+1

0 0
0
1

0 1  I I
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:puts  the MSB in the carry  fl ag
:Takes the carry  fl ag into the 1.5B, put s
MSB in carry  flag

Of  course we can also div ide the numbers  by two as follows:

LOGICAL OPERATIONS
In mac hine code you can also manipulat e numbers  in ways

not possible in normal Atari Basic.  (I f  you have Turbo Basic
you may  have heard of  the following).  You can perform binary
AND.  OR or Exclusive OR on a fi gure and the accumulator.

The three ins t ruc t ions  are AND.  ORA and EOR.

A N D  - The AND mnemonic  is short  for AND wit h accumula-
tor. To see how this  and the other logical operat ions  work  it is
best to cons ider the binary  equivalents  of  the numbers .
If both of  the bit s  in the numbers  are 1. AND returns  a 1

result  bit  otherwise (i.e. 0 and 1, 1 and O. or 0 and 0) 0 is the
result  bit .  The symbol for AND is an ups ide down V .  i.e. A
-

Rules F o r m a l
0 0  1  1  A N D  [address]

AO A 1 AO A 1

Address ing modes available:  Immediate,  direct ,  indexed direc t
(X and Y indices). pre- indexed and post indexed indirec t .

O RA ,  (short o r  OR wi t h Accumulator) ors  the fi gure in the
accumulator.  In this  operat ion when both binary  digits  are 0
then the result  bit  is also O. otherwise the result  bit  is set t o 1.
The s ign used for or is V .

Rules F o r m a t
0 0  1  1  O R A  [address'

v 0v 1 v 0v 1

Address ing modes available same as those available wit h AND.

E O R  (Mnemonic  for Exclusive OR wit h Accumulator).  In this
operat ion if  the binary  digits  are the same i.e. I  and 1. or 0
and 0 then the result  bit  is 0. I f  they are dif ferent i.e. 1 and O.
or 0 and I  t hen the result  bit  is  set to 1. The s ign for EOR is a
V'  wi t h a l ine t hrough it .

USES OF THE
LOGICAL OPERATIONS

These three logical Ins t ruc t ions  can be very useful to the
programmer.  alt hough you may  not  realise the fact Just yet!
A N D  can be used as a mask  i.e. I t  can block  out  some bits.
For example if  you have the binary  number  11001010 and
only  want  the bot t om four bits AND #15 wil l  mask  out  the top
Four bits:

1 1 0
0 1
0 1 0

A0000
1 1  
I  
I
00001010

O R A  is used to force certain bits  to be set to I .  ORA #240
(11110000) wi l l  set the lop four bits  to L  and leave the lower
lour bits  unchanged.

m(xxxxxx <-- Any  binary  in miber
v 11110000

1111xxxx



MILES BETTER SOFTWARE

Timewise £3.50
Visicalc ( l a s t  few) £7.99

180 Darts 2.99
Spy vs Spy III
Ball Blazer
Beer Belly Burt _
Blue Max
[lop and Wrestle
Spitfi re 40
Smash Hits  Vol. 7
MIG Alley Ace
Trivial Pursuit
Touchdown Football
The Pawn
The E Factor
Suspect
Sunstat
Spinclizzy . . . .
Silicon Dreams

3 .9 9
• 99
2,99
7 99
Si 99
5 99
299
5.99
5 99
.1 99
._1,99
2.99
2.99
2.99
2.99
6.99

The  C a i r n '
Pirate Adventur..
The Payoff . .
Decision in the Desert
Voodoo Castle
Kennedy Approach
Rampage
Panzer Grenadier
11.S.A.A.F.
Battle Cruiser
Silicon Dreams
Eternal Dagger
Suspect
Infidel
Seastalker
Jinxter

4,99
4.99
4.99
4.99
4.99
9.99
299
9 99
9.99
9.99
6.99
6.99
6.99
6.99
6.99
6.99

Au Rescue
Battalion Commander
BMX Simulator
Boulderdash
Cavernia
Crossfi re
Darts
Daylight Robbery
Football Manager
Ghostbuster

Gunlaw  Head Over Heels
Amatirote.. . , , , . , , ,
Aztec Challenge
Blinity's Scary School

2.99
4.99
2.99
2.99
2_99
2.99
1.99
1.99
2.99
2.99
2.99
2.99

2 . 9 9
1.99
2,99

Scooter „  . . .  . . . . . . . . .  .
Rosen's Brigade

2_99
2.99

Ingrid's Back
Lancelot

699
6.99

Rockford
Chuckle Egg

2.99
2.99

Rocket Repair Man 2.99

Joystick extension cable 2,99

Crack Up 2.99
Rampage . . .  .... . ,
Ouestron

2.99
2.99 XL XE CARTRIDGES Cosmic Pirates

Encounter
2.99
2.99

Cluestprobe 2.99 Fruit Machine Simulator 2,99
Ouasimodo 2.99 Archon 7.95 Oridrunner 1.99
Polar Pierre 2.99 Ballblazer 7.95 Hardball 2.99
Picnic Paranoia 2.99 Barnyard Blaster 4,99 Heartache 2 99
Nightmares 2.99 David's Midnight Magic 7.95 Henry's House 1 99
Night Miss ion Pinball 6.99 Desert Falcon 4.99 Atari Compilation 4 99
Nibbler 2.99 Designers Pencil 7.95 Jocky Wilson's
NATO Commander 4,99 Eastern Front 7.95 Compendium 2 99
Now York City 2.99 Fight Night 7.95 Kenny Dalohsh Soccer 299Mr. Robot 2.99 Food Fight 7 95
My First Alphabet
Montezuma's Revenge
Living Daylights

2.99
2.99
2.99

Hardball
Moon Patrol
One on One Basketball

7.95
7.95
7.95

UTILITIES
Cior,1 C O M . <

Mini Office II 14.95Licensed to Thrill 2 99 Star Raiders 7.95
Laserhawk 2.99 Super Breakout . . . 4.99 Planetarium 2

9
.
9
5

Juno First 2.99 American Football 7.95 Cut -
N•  
P a
s t
e

16.95
Freaky Factory 2.99 Rally Speedway 4.99 Trakbali 9.95

Timewise £3.50
Visicalc ( l a s t  few) £7.99
DOS XE Ma nua l £12.50
Rubber Stamp £15.00
Page Designer £15.00
Typesetter £20.00
Blazing Paddles £15.00
Super Data Base 1-2-3 £40.00
Guitar Wizard L 14.95
SIO Cable L 4.99
Joystick extension cable 2,99

Blue Max L 5.95
Battlezone L 5.95
Moon Patrol L 5.95
Archon £5.95
Deluxe Invaders L 6.99
Fight Night L 5.95
Other Products
MIDIMas ter El £29.99
Replay Sound Sampler 134.95

£ 5 . 9 9

G A M E S
c:11,1 D I S E I K

ADVENTUREISTRATEGY
a D N  D I O S <

P L E A S E  GIVE 2 1 9 / 2 2 1  Cannock Road, Chadsmoor, Cannock
SEC ON D  C H OIC E Staffordshire, WS11 200
WH EN  OR D ER IN G Telephone (0543) 466577/8/9 6 2
1
6

B U D G E T  C A S S E T T E S

Last V8
Mad Jax..... 2  99
Mercenary ... 1  99
Milk Race. 1  99
Mission Shark   2 .
9 9Mountain Bike R a c e r   2 . 9 9
Jewels of Darkness .__   4 . 9 9
Wizard ot Akyrz   2 . 9 9
Escape From Pulsar 7 . 2 . 9 9
Perseus and Andromeda ..... 2 . 9 9
Rogue   1 . 9 9
Plastron  1  99
Revenge II   1 . 9 9
Four Great Games  4 , 9 9
JOChy Wilson Darts 4 . 9 9
Las Vegas Casino 2  99
League Challenge 2 . 9 9
Master Chess   1 . 9 9
Molecule Man 1 . 9 9
Mr. Dig   1 , 9 9
Arrow of Death 2
9 9Golden Voyage   2  99
Knight Orc  4  99
Lancelot  4  99
Ten Lit t le Indians__ 2  99
Ruff and Reddy 2 . 9 9
blinia   2 . 9 9
Phantom 1 . 9 9
Pogotroll '  99
Red Max '  99

Add 50p to orders less than t  5.00. All prices correct at
time al going to press. Access or Visa orders welcome.

Please add El per item for overseas
Please make Cheques or Postal Orders payable to

"MILES BETTER SOFTWARE
-

299

SEND S.A.E.
FOR FULL LIST

FIRST STEPS IN ASSEMBLY

I 1 0
0
0 0
1
1 BIT

c o n t i n u e d

E O R  is used to toggle bits  1,e, i f  a bit  is I  i t  is  set to 0, or if  it
is 0 it Is set to 1. EOR #15 (00001111) wi l l  toggle the bot tom
four hits and leave the top four unchanged.

11001100
m0000111 I

There is a fi nal logical operat ion t i rr ,  it  Is s imi lar  to the AND
ins t ruc t ion in almost  every way. The only  dif ference is that  the
ac c umulat or value remains  unchanged and only  the flags are
changed.
The zero fl ag is set to zero If the result  Is zero. The sign and

overfl ow nags act dif ferent ly  in that  these are set, wit h respect
to the memory  byte rat her than the result  bit l
You wi l l  of  course have already not iced the programs.  We

have a lower case, upper case, inverse converter,  us ing the
logical operators.  There is also an improved Joyst ick recognis-
er - it  runs  in a VBI  and moves the cursor around in react ion
to joyst ick movement .  Not ice how,  even t hough it  uses VI31's it
is muc h shorter than the Joystick program f rom last t ime.

That 's  it. Keep in touch. (here is not much more left to learn!

G r a l i n  I n t e r n a t i o n a l
Specially Imported

Cartridges
Millipede C  14.95
Necromancer L  14.95
Thunderfox  L  9.95
Dark Chambers L  9.95
Final Legacy L  9.95
Gato L  9.95
Karateka L  14.95
Donkey Kong Jnt  i  9.95
Joust E  11.95
Jungle Hunt i  11.95

Other Cartridges
Pole Pos it ion L  5.95
Galax  Ian  L  5.95
XE Demo (FSII/Joust/Ms
PACM an/)ne On One) ...L 12_50

Datari RS232 Interface .....f29.99

A t a r i  S T  S of t wa r e
Geography Tutor £ 1 2 . 5 0
Mugshot!  £ 7 . 9 9
X  former Interface ...L19.95

Atari bit  emulator for Atari ST complete
with cable for connection of %it disk drive.
Sothvare now includes utility that allows
you to use 8-bit drive as an ST drive.

MicroPrint  Parallel
Printer Interface ..E31.95

eaNe, Connects to serial bus.
Compatible with all software

Super Video Kit  ....E7.95
limdware upgrade for 800XL that
improves TV d a y .  Requires
modification to 800X1.
- 
E x p e n e n c
e  
w i t h

soldering iron required.

Atari Technical Reference
Notes f 2 0 . 0 0
O r d e r i n g  I n fo r m a t i o n

P&P: UK-EI.50. ECC-L2.50 +
10% value of goods. Mi n £5.00.
World-L.5.00 + 15% value o I order.
Min £8.75.
Cheques / POs / IMOs payable to
Gralin International.
Please send all orders to:
Gralin International, Dept. P63,
11 Shil l i to Road, Parkstone,
Poole, Dorset, BH12 2BN.
Please allow 28 days for delivery.
These prices are valid from 1 St
December. 1992 and supersede all
previously published prices. Prices
may be changed without  notice.
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almost upon us (again!) and the shops have
their usual tacky displays of Christmas Trees
and musical Elves! What the hell is the world

coming to i f  we reduce the season of goodwill to an
unabashed display of decadence!
I've come down off of my soap box and will now

start preaching (in no uncertain terms) the message of
good Tipstering or how to get the best from the games
you've got.
Lots of big 'tins this time, no tiddlers!

"
U
"

14 I s s u e  59 - New Atari User

IPSTER
THE SOLUTION TO
INDIAN GOLD

From near these offices comes the solut ion to the
new P.D. adv ent ure Fusebox courtesy of J. Hough
of  Newcastle in Staffs. As always it  is  sdrawkcah so
that BLOW FUSE -  WOLB ESUF.

TRATS NI YAWLLAH.  TSAE. NEPO ETANIBAC.
TEG YEK. TSEW,TSEW,  TEG YRETI AB.  HTUOS,
TSAE, EVOM MO S ,  TEG THGIL:HSALF, TRESNI
YRETrAB.  I ITUOS. KCOLNU TESOLC.  TEG ESUF.
' NEW.  OG sRIATs .  EVOM KNUJ ,  HTRON.  NEPO
XOBREWOR Th u  ESUFDAED.  TRESNI  ESUF.

There you go that  was  wort h the wait  wasn't  it?

15A3EMENT

1
INA5EPIENT

DACK n E D I Z O O r t
DECK .e—e
,

KITCHEN H A L L

riAcit M I X ;
YAW) ! Z O O M

m i tt k00,1

CAPACE I I A L L  b E D I Z
0
0 0 E 1

mapped by J. Hough

Bill Halsall wrote a superb game called I ndian Gold that
appeared in this  very magaz ine as you all very well know.  From
the same man now comes the solut ion to all those let ters that
I've received begging for help.
Right  a' here it  comes.

Kill the black  vult ure wit h the bone.
Kill the pink  vulture wit h the gun.
Get wat er div iner to cross marsh and pick  up water bott le,

j a m jar and beads.
Take the jam jar to a desert screen and leave it at t he edge

(The scorpion wil l  not  appear if  you enter a desert screen
whils t  holding the jam jar.)

Re-enter the desert screen and pick  up the jam jar.  Remove
scorpion wit h jam jar.

Take water bot t le in the desert  and leave it  there to take
drink s  f rom (i.e. pic k  up and drop) when t ravelling
through desert.

Make peace wit h the Indians  by tak ing beads to them.
Pick up the axe to open the cabin s ituated just  above the

room whic h init ially  contained the water div iner.
Use the dynamite to remove the lands lide.  (Furt her land-

slides occur regularly  so you may  need to use the dyna-
mit e more than once.)

Pick up  the crate and pos it ion it  under the key on the tree
screen.

Pick up  the chair and put  this  above the crate.
Take the whit e key and open the cabin s ituated above the

screen wit h the gallows.
Take the seeds to the garden wit h the bird on and drop

them.
The bird wil l  ily  over and give you the black  key.
Use the div iner to cross the mars h and then use the black

key to open the door of the cabin s ituated beyond the
marsh.

Take the spade and move to the space under the noose.
touching the fence.

As soon as you touch the correct space the gold coins wil l
appear!

If you want  to play again then press START.

There are a few red herrings  as well as follows:

Some rooms in the desert are random.  Ent er them and you
could end up anywhere in the desert.
The cabin s ituated above the screen whic h init ial ly  contains
the log cannot  be opened. You can t ry the c rowbar on It but  if
you do you wi l l  be shot!
If you take the seeds to the fl ower screen and then plant  t hem
In the space in the border one wi l l  grow. I t  is of no importance
whatsoever!
The solid wooden fence can be removed us ing the dynamite
but  the path jus t  leads into the desert so it is  a waste of  t ime.
Mak ing contact wit h the gallows. inv is ible pools in the marsh
or s tay ing too long in the desert wit  bout a dr ink  gets you
killed.  You can't  s wim either!



MEER
Right, here is the full run down of  Infil-
t rator front the mysterious Dave W. of
Birmingham

Take off:  Keys B.S.! Revs to 2300. pull
back
• key then A :-
Type 728 Mission I ;  175 Mission 2 with
402 home: 263 Mission 3
Keep Orange arrow due north, hold but-
ton, pushing forwards
Keys + Turboboos t  - Turboboos t  off
(use temporarily).

Sight ing an aircraft  press key * and S
and REQUEST ID (Rein)

ALLI E D P I LO TS

WI U N E
I lAYMISH
DWEEZIL
GOMER
GIZMO
NAPLES
GEOFF
ZEPH

ENEMY PILOTS
BOOMER

SCUM
BUZZ

RATT1E
WEASEL

RHAM BOW
ZIPPY
KOMIE

Your code names are INFILTRATOR (for
Allies) and OVERLORD (for Enemy)
Watch out for I t arnish and Dweezil,

they can t urn Mercenary and try and
shoot you down for money.
Have HUD and R (missiles ready) - the

enemy's craft must  be in sight (any-
where) for a k ill - and G (cannons) must
be in your sight.

R - fl ashing Combat with Chaf f  + fire-
but ton

H - flashing Combat with Flares + fire-
but ton

Now for the hard part
LANDING: When you reach the destina-
tion, the orange arrow will spin wildly.
Select whisper mode
Hold fi rebutton
Pull back s lowing the rpm to 0
Watch the art ificial horizon, you must

hold the red part  slight ly below centre
for a slow descent, the chopper will
waver so you have to compensate (as if
you hadn't  got enough to do) to keep the horizon straight. I f  all is
well the ADF with the orange arrow will turn black and Side B will
he requested.

GROUND MISSIONS:- You have an inventory with sleeping gas
grenade. ID papers (if they are not in order put the guard to sleep!),
Gas grenades. Mine detector, camera etc. These are selected with
the cursor keys. The mine detector is activated by holding the
fi rebutton in, protect ing you for as long as it is held in.
Explosives are to be planted (one per room) under a main control
panel or laboratory desk (push up). After the last bomb is set you
have 20 seconds to evacuate the building.  Use the camera to
photograph vital doc's. face paper and press fire (one pie per room).
Extra grenades etc. can be obtained f rom cabinets, desks etc.
Change uniforms by standing in front of  a coat rack. An electronic
key can be found, should you wish to turn off the int ruder alarm
(only once per mission) at the alarm control centre (again Push-
up).

M I Nortalla

K EN

BLOCK M i t  ( Y )

IMMO . 2
M E E =
m I C K TWO (5E")

111
OZIE
155
1
1
1

D I M

BLOCK O W N ' )

MOCK TIIREE N E1

BLOCK TWO (5P)

oLoc
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BLOCK THREE M EI

151,0CP
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Infiltrator
Plopped by

Dave w.

THR,EE

na.tx:k )Nr.if_nl

' F P II I M A M
11•111EIMIN

BLOCK TWO 4.59

F E E
OMNI
MON

11111•111111

w i n
MEN •

moc k  ( 5 1

G Grenades
K Ke y
A , Ammo
UNF Uniform
PIZ Pass Room
AR • Alarm Control Room
L l i f t
SR • 7 Room
SP ‘• Security P055

IILOCR rouR lssel

I MENm
il l1111111

MOCK M r  C5E")

n i
111111111111•1

PI ISSK)N TWO

When you have completed your mission, rescued whoever, got the
proofs , go back  to the c opter and fl y  home (Us ing the s ame
procedures as at the start).

Well that was painless and so is the map if you follow it properly
and make good your escape.

DODGY
MR. DO!

A slightly dodgy lip here from John Ho of Har-
lesion for Mr DO. This one gives several diffe-
rent effects. Keep pressing !RESET, and any
one of these combinations may happen

1) The enemies turn to ghosts and just go sideways
2) You can go straight up to an apple, push up and the enemy goes
straight through you. you can then shoot them
3) Or you can go quickly to level to level by shooting one extra lite
monster

All ihis is alright but sometimes it doesn't work!
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LOVELY LYNX TIPS!
(Now come on you Atari Classic owners, you have had a couple of dozen issues of cracking tuips and there are quite a
few Classic owwners who like to get an Atari fix when they are away from a 240v socket!)

It you've got a LYNX then here are the tips you have been waiting
for! Mark  Fenwick of Long Eaton has sent in 13 (unlucky for some!)
tips and tricks for this meanest and wickedest of all handheldslt

A P B :  On Highway 12 there's 2 pumps, park between them and
they will pump twice as fast. Also for higher points obtain your quota
first, then pick up money bags as they are now worth twice as much!
If you complete a level then accelerate into the car park and hold
down option 1 and 2 and you will warp to day 99
B I L L  A N D  T E D ' S  E X C E L L E N T
A D V E N T U R E :  Try  these passwords to get seven t ime
periods DADS, JADE, JIJ8, 6AZ9.
B L U E  L I G H T N I N G :  Level codes are 1-AAAA
2-PLAN 3-ALFA 4-BELL 5-NINE 6-LOCK 7-HAND 8-FLEA 9-LIFE

On level 4-BELL do not fire for 30 seconds, when you finish the
stage you will receive a mega-bonus!
C H E Q U E R E D  F L A G :  it you keep starting at the
back of the pack, keep restarting and you'll work your way to the
front.

C H I P S  C H A L L E N G E :  Level codes are:- 10-VUMA
20-KGFP 30--BOZP 40-YWR-1 50-08DH 60-ZYHI 70-GCCG
80-EVUG 90-OLLM 100-0JXR 105-YNEG 110-XBAD115-EGRW
120-FLXP 125-MYRT 130-XHIZ 135-LYWO 140-SJUK 159-0IGW

For some special levels why not try MAND, JHEN, COZA, and
RGSK. MAND is not a level but a fractal generator. just press the
buttons for various effects.

G A T E S  O F  Z E N D E C O N :  Try  using level TRYX.
As soon as the level starts move diagonally down and right. You will
crash through the bottom unharmed and fly along under the level. Be
sure that you just squeeze through the gaps between the roof and
the structures coming up from the bottom. When you reach the exit
you will be transported to a bonus screen where you are given
special weapons, then you have to do battle with digitized pictures of
the programming team! On level 23 ZETA on the far nght is an eye.
Shoot it twice. When its open and you'll reach the big, bad Zendecon
Spider. You can also try these level codes 1-BASE 2-ZYBX 3-NYXX
4-ZYRB 5-SRYX 6-BARE 7-XRAY 8-RATT 9-NYET 10 RAZE
11-TRYX 12-STYX 13-YARB 14-BREX 15-STAB 16-BOXX 17-TENT
18-BROT 19-STOB 20-XINT 21•BOTZ 22-SNAX AND 23-ZETA.
There are more levels that are accessible, the above is just one
combination. Other levels include:- ZEST,  NEST. STAR, BYTE.
BETA, ZETA, ZEBA, TRAX. SEBB, SSSS, ROXX, NERB, ZAXX,
NEAR. EBYX. and ZORT.

R A M P A G E :  Look out for the woman in the red dress, by
carrying her around in true King Kong style there's a big bonus to be
had. To select any level, when you reach the monster selection
screen press [PAUSE] and when the newspaper screen appears
press tOPTION11.
R O A D  B L A S T E R S :  On the first level drive along the
edge of the road while holding down B. As soon as you hit a tree
you'll be presented with a "ghost in the machine
- s c r e e n  w h i c hshows a digi-pic of one of the programmers. Now press [OPTION1]
to select level

M S  P A C M A N :  For infinite lives press in sequence
PAUSE, OPTION1, B, B, A, A, OPTION1. To speed up the game
press OPTION1, A. OPTION1. UNPAUSE_

S T U N  R U N N E R :  On level 12 (the COathanger), as
soon as you enter the first tunnel go right and collect the boost pad.
Now quickly go to the top of the tunnel and you'll go through a hole
and be warped to level 18.

16 I s s u e  59 '
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R O B O S Q U A S H :  if you've been splattered and can't
see anything. the shadows on the wall will show where the ball is.

P A C L A N D :  For 10 lives enter your name on the Hi-scare
table as 3ZONE. On level 1-2 push a log backwards and you'll be
transported to level 9 and given 80,000 points.
V I K I N G  C H I L D :  The level codes are:- 1 O ME G A MA N

2 - PATRICIA 3 • REDDWARF 4 - DEWSBURY

W A R B I R D S :  As  soon as you die press PAUSE and then
B to enter the enemy plane_

One from my own archives is for C R Y S T A L  M I N E S  2 .
Type in code 0000 for a treasure trove of goodies. powerups and a
huge end-of-level bonus.

SOS
S O S  l e l • • • • •  •  •  •  •  •  •  •  S O S.111 S O S  •l i d  I S .  S O S I I .  I I II I I  I I I

A little note with only a few words on it but they call for help for
Jason Kendall who has been playing/living U L T I M A  III  and has
made good progress. However he is unable to pass the SILVER
SNAKE or to increase any characters MAGIC LEVEL during the
game, despite having a level 8+ character.
From across the channel comes the answer to Louise Wood's plea

for help with the last stage of G H O S T B U S T E R S _  What she
should do to get through the marshmallow mans legs is that she
should position the figure in the direction of the middle of the door
(where the two parts touch each other) and then, when the mar-
shmallow man is just stumping up and down at one side, she should
begin to run up. This should work says Wigeco of Walkenreid in The
Netherlands.
A. Tomo has provided the complete solution and map for level one

of U N I V E R S A L  H E R O  but, as everyone will know, this gameis
bugged and A. Tomo has volunteered to debug the game if some
other 6502 programmer will help him_ He has found the main loop
but hasn't found the SLARTIBARDFAST input routine yet. My sug-
gestion to A. Tomo is to contact Mastenronic and talk to them about
getting the source code or get them to put you in contact with the
original programmers but please write in if you want to help A. Tomo.
Let's make this good game brilliant.

That's about all for this
issue but next issue I should
have (subject to the Editor
finding the room) the solu-
tion and maps for Snowball
by Level 9 from Simon Car-
ter of 11X in Tonbridge_
(How's that Simon, Fat Frog
and the Kid, good enough?)
Don't stop sending in all of

those great hints, maps and
tips to yours truly, they are
most utterly important.

Bye, see you next t ime! !

THE TIPSTER,
P.O. BOX 54,
STAFFORD,
ENGLAND.
ST16 1DR

FREE CASSETTES!
If your  hint, tip or  map is used by
The Tipster you can claim a  FREE
CASSETTE (fr om  those  currently
avai lable f r om  T h e  Accessor y
Shop) but you won't get one if you
don't send something to The Tips-
ter g e t  tipping now!

HOW TO CLAIM
II you see your name in this column
just dr op us  a  l ine a nd say 'My
name is   a n d  I  claim m y  free
Tipster cassette' and simply tell us
which cassette you would like (give
an alternative just in case). We will
whip i t oi l  to you poste haste (or
straight away), If you prefer you can
always give us a ring instead on the
usual number
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The Tipster makes a diversion
into the world of the book cri-
tic when he reviews the worlds
largest hint book, but is it the
one for Atari owners?
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Beast o f  Traal, or want  to get r id of  all of  those nasty
dudes  in Final Fight  then this  is y our bible or if  you jus t

want  tos h o w off to your f riends then this  is the book to have.
It's an A5 book compris ing 800 pages (that 's  right  count  'em)

wit h about  4 or 5 t ips  on each two page spread. The back cover
states that  the book contains  in excess of  1.250 games and
200 adventures  and more t han 12,000 hints ,  t ips  and pokes.
That  has yet to be proved as I ain' t  going to count  them,
anyone want  to have a go?
The book is writ t en by a c omput er store owner in Dunedin.

New Zealand (perhaps  this  is the proverbial long read?' (bad
joke!  - Ed) who was fed up  of  rifl ing t hrough the magaz ines for
-a t ip or two and f rom that  chaos a legend is beginning to be
born.  As an aside did you k now that  the t remendous ,  but
short  lived. game Hawkques t  came f rom the very same town?
Long live Harvey Kong Tin!
O.K. so who does the book benefi t? Well,  for starters, the

book hasn't  got one Atari 8-bit  hint ,  t ip or poke. What  it  has
got is mil l ions  upon mil l ions  of  Commodore 64 type in pokes
(what  makes me t hink  that  Mr  Corish was somehow a fanat ic
of the C64?). Apart  f rom that  det rac t ion the book is more
suitable for ST owners,  al t hough it  also covers the - are you
ready for this? - Amiga.  Ams t rad CPC, Apple II. t he fabulous
ST. BBC,  C16.  C64,  C128,  Gameboy,  Genesis, I BM/ PC clone.
Lynx (yeecaaahhh1). Mac.  MSX.  Nintendo.  PC Engine.  Sega,
Sega Mega Drive and the Spect rum.
It features all the various  types of games - plat form,  rac ing,

adventures,  think ies ,  shoot -em-ups  and s imulat ions .  The book
is laid out  as a lis t  of  all t he games in alphabet ical order wit h a
huge index at t he back whic h acts more like a contents  page
than an index  because they are already in alphabet ical order.
The book has a nice f riendly  feel to it and is  very easy to read.

The format  of  the t ips come in any  number  of dif ferent  guises
that  are either cheat mode act ivat ing words,  descript ions  of
how to complete sections, type in lis t ings  or in the case of
adventures,  eit her hints  to diffi cult  bit s  or complete and chat ty
solut ions,  You won' t  fi nd any  maps  so don't  buy  it  i f  that is all
you are after. jus t  read the Tipster's  c olumn every issue and
that  should give you all you' ll ever need. I l l  not then writ e in
and tell me what  you are miss ing! ) One t hing I wi l l  say is that
the adventure solut ions  are described in such a chat ty  manner
that they  tend to hide or mask  some import ant  ins t ruc t ions  if

not  followed exact ly to the let ter (and wit h a t ouch of  tele-
pathy!).
A nice touch that  makes  the book more enjoyable is the

abilit y  to send any  hint s  and t ips  that  you might  have into the
aut hor for inc lus ion in the 4th edit ion (I suppose'?) so that  you
can have your name sprayed all over the book wit h the re-
levant stuff.
The book was published In Apri l  "92 but  I assume that  it  was

probably  completed in J anuary  '92 at the latest so don't  buy  it
expect ing to see hint s  on play ing Robocop 3 or Formula One
Grand Prix  as they jus t  ain' t  there.  Possibly  in that  my thical
4th edit ion?
The appendices at the back of  the book explain some of the

more day to day aspects of entering cheat modes  and cheats
on all the various  computers .  The sect ion referring to the ST
tends to be very vague and sk ims  over the subject  of  entering
any  of the lis t ings wit h a "Basic  package" faster t han a rat  up a
drain pipe. Also it  refers to a cart ridge that  allows  the user to
enter a series of Pokes and res tart  the game. As far as I k now
there is no such cart ridge and that  the best "Basic  package" to
use is  one of  the HiSof t  Basic 's that  compile the program
(essential). A nice touch right  at the back of  the book  is the
inc lus ion of  a readers  ques t ionnaire whic h they would like
every reader to complete to improve the next edit ion.  Some of
the ques t ions  inc lude "Is the text to small?" or "would you like
maps  and charts  wit h the games?" (Yes, yes, and thrice yes, for
God's sake YES!!!!!)
One fi nal t hing before pass ing judgement  is that  t he f ront  of

(he book features games such as Guns hip 2000.  Baby  Jo.
Mic roprose Formula One Grand Prix  and F-1 I 7a Stealth Fight -
er. This  is one case in whic h a book should defi nitely  not be
judged by its cover which is  obv ious ly  a false representat ion of
what  is  ins ide and it  s houldn' t  be bought  on that  pretence.
To sum up,  i f  you like c omput er games and own an ST and

maybe one of  those horrible tacky console things  then this
book could be the one for you. wi t h the console t ips being
predominant  along wit h the tons of  C64 t ips. I f  you own an ST
or / and one of  the many  8-bit  computers  then this  might  be of
some use, but  don't  expect it  to have every thing that  you want
in it .  I f  you own one of  the Atari Classics then the only  things
that  might  interes t  you might  be some of  the adventure solu-
t ions, but  nearly  £15 for a few solut ions  and the thickest  coffee
mat  in his tory  is a bit  steep.
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XIMPROGRAMMING

FONT AND DISPLAY
T h i s  issue we have Font  And Display  Data Creator.

whic h should be used in conjunc t ion wit h data fi les
produced by my  last program.  t he Font  And Display

Editor.  What  Lis t ing 2 does, is  not  only  convert  data fi les into
DATA statements,  but  it  also produces either a font,  or a
display  s ubrout ine that  when called prepares  the display.
leaving you to t urn it  on wit h a POKE 559,  34 or.  i f  you wish t4)
use Player Miss ile Graphics .  POKE 559.  62. As  usual,  mak e
sure you save all lis t ings  before runn ing  them.
Lis t ings 3 and 4 are examples  of subrout ines  produced.

Lis t ing 3 redefi nes characters  zero to nine,  whils t  Lis t ing 4 is
the background display  to a s hoot -em-up game. predominately
writ t en in BASIC. that  is  presented in a later lis t ing.  I f  you
were put  of f  by all the data in Lis t ing I .  type in Lis t ing 4 and
see just  what  can be created.

THE DATA CREATOR
When run you wi l l  be asked if  you are us ing disk or cassette,

then by press ing < or >, you can choose between them.  Next
you have to choose between font and display  data and if  us ing
a disk  drive a fi le name wil l  be requested. As in the editor
program.  this  should not  inc lude a drive ident ifi er (e.g.
CHARI . Fprn.  Next  enter the drive number  between I  and 4
I IRETURNI wi l l  choose DI  :1.

If DISPLAY was selected, you are then asked how wide your
display is. This  wil l  be the number of  horizontal screens set,
but  if  a NORMAL or vert ical sc rolling display (not vert ical and
horizontal) was  used, t hen this  value should equal one. As we
are on the subject  of  displays. now is an appropriate t ime to
point  out  that  the data creator can only  handle displays up to
a max imum size of 4800 bytes. As one display  takes 800 bytes,
then this  max imum Is equal to six screens. Us ing a display
larger than the l imit  wi l l  cause a MEMORY FULL error.
Alt hough six screens is the max imum size, this  does not mean
that you can't  use a display  wit h a widt h larger than this .  For
example. i f  us ing the formula.  SI ZE.  LINE+ I x  (WI DTH x 40).
you used a display  widt h of  ten screens and saved down to line
eleven, t he total size would equal.  11+1 x 110x 40)=4800 bytes.
If you chose font  data.  t hen you wi l l  be asked to choose

between a SELECTED and a WHOLE font. A SELECTED font
should be chosen if  you wis h to defi ne a sect ion of  a font (e.g.
01234567891.  This  has the advantage of  creat ing a smaller
sub-rout ine,  whereas  the WHOLE choice, creates a full 128
charac ter font, us ing about  80 lines. Lis t ing 3 is  an example of
a SELECTED font, whereas  Us t ing 4 uses the WHOLE font
sub-rout ine.
After select ing the line number  for your sub•rout ine.  you wi l l

be asked to prepare your disk / tape,  t hen your data wil l  be
loaded,
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D ATA  CREATOR
Steve Lakey brings you a
data creator to use with
the Editor in the last
issue

If you chose a SELECTED font,  you wil l  be shown a box
containing all 128 characters.  This  is so you can tell the
program what  charac ter designs to grab f rom the font jus t
loaded, As an example.  to redefi ne characters  A to Z. you
would use the cursor keys to move the cursor over to character
A. t hen you would press key I .  whic h would highlight  charac-
ter A. You would then move to charac ter Z and press key 2,
then all characters  between A and Z wil l be highlighted.  To
deselect any  characters  repeat  the process. Once all characters
you wis h to redefi ne are highlighted.  press [RETURN'.  I f  you
don' t  select any  characters  before press ing [RETURN) t hen
ERROR 5 wil l  be displayed dur ing the creat ion process and
you wi l l  have to begin again.
Af ter the sub-rout ine has been created, and if  you are us ing a

disk  drive, you wi l l  be asked for a fi le name,  again wit hout
drive ident ifi er.  Then y our fi le wil l  be LISTed to disk / tape.  To
load this  fi le you should use the ENTER command.  Af ter
saving, you wi l l  be asked whet her you wis h to save another
copy, and if  so , another fi le name wil l  be requested.
When you answer no to any  more copies, you wi l l  be warned

that  the s ub-rout ine wil l  be deleted wit h a press of  the IRE-
TURN key), so if  you change your mind about  want ing another
copy, press any  other key. Once the program has been deleted,
you wi l l  have the opt ion to begin again.
Whenever you use both a font  and a display  sub-rout ine in a

lis t ing,  the font s ub-rout ine should always be called fi rst.
Alt hough you may  use a font s ub-rout ine by itself, a display
s ub-rout ine should be set up as follows:-

[LINE No. PAGE=152 :  SET.PAGE*256:  BASE=756:  REM Set
Up Variables

(LINE No. I GOSUB1DISPLAY SUB-ROUTINE1
[LINE No. I POKE BASE. 224:  POKE 559.  34: REM Set Old

Font  at Show Display
ILINE No, 1 0 0 TO  ITHIS LINE]

The fi rst  line,  in the above example.  is  the import ant  line.  I
hope you can make use of  Lis t ing 2,

In the next Issue I wi l l  present a program showing the develop-
ment of  List ing 4 into a full game.



AE
PM
EN
I K
UU
RE
UV
OR
A l
WE

8 1 7 1 , L I N E S ( 1 2 8 ) , C $ 1 5 ) , M E D S ( 3 3 )
DD G O  1 1 8 .7 1 1 :N 1 =1 .N 2 =

GA 6 5  G R A P H I C S  N O : P O K E  7 1 0 , 0 4 0 .P O I C E  7 0 9 , 1 2
U V 7 0  P O K E  5 2 , N 0 : R E M  L E F T  M A R G I N
Z K 7 5  P O K E  7 5 2 , N I : R E M  C U R SO R  O F F
KT  8 0  P O S I T I O N  1 1 0 , 1 8 0
EP 8 5  ?

:A REM *
-
w
*
-
*
*
*
*
*
*
*
*
*
*
*
-
*
*
-
1
4
-
*
*
*
*
0
4
8
4
1
4
1
4
m
e
m
e

15 REM * F O N T / D I S P L AY  D A T A  C R E AT O R  *
2 0 REM * a y
2 5 REM * S t e phe n  L a k e y
3 0 REM *
3 5 REM  * L I S T I N G  2
4 0 REM *
4 5 REM * NEW A T A R I  U S E R  -  D E C  1 1 1 2  *
5 0 REM ****114141-Natal40404040-*Nwwwwwitataiwat-wii-A
SS D I M  p R I N S C I 1 I , N u m S ( 5 ) , R N S ( 1 6 8 ) , I N F O

"

I K  9 8  " i
I l

ON / 5  ?

F O N T / D I S P L AY  D A T A  C R E A T O

G I  1 0 0  R E M  1

KO 1 0 5  ?  " I A T I M E D / D i s k  U s e  '
,
0 , • > •  o r

( R E T U R N ) "
SF 1 1 0  V E R T
,
P E E K ( 0 4 ) -
N 2

OT 1 1 5  G O S U B  1 4 9 0 : R E M  C H O O S E  O P T I O N
1 0  1 2 0  I N O U T
-
V A R : R E M  
- 1 = T A
P E  
1 . 7 . 1
) / S K

RO 1 2 5  R E M
FO 1 3 0  P O S I T I O N  N 9 , V E R T * 1 1 2
UN 1 3 5  ?  " U O M O 1 D i s p 1 a y

SL  1 4 0  V E R T = P E E K ( 1 1 4 ) - N 2
MO 1 4 5  6 0 5 U 0  1 4 9 0
KK 1 5 0  A N I C H = U A R :R E M  - 1 7 - F O N T  1 = D I S P L A Y
NT 1 5 5  P O S I T I O N  N O , V E R T . A 2 : D O I T = N O
F A 1 6 0  R E M

MR 1 6 5  C L O S E  U N I ; O P E N  A N 1 , 4 , N O K : "
P I  1 1 0  I F  I N O U T O N 1  T H E N  2 7 5
J2  1 7 5  1 .1 4 =N 0 :P O KE  7 6 4 , 2 5 5
WE 1 8 0  ?  " F i l e n a m e : " ; : P A T A S = "
I E  1 8 5  P O K E  7 5 2 , N 0 : G E T  U N I , C O D E
C l  1 1 0  I F  C O D E = 1 5 5  A N D  L A> 0 1 0 • T H E N  2 5 8
C S 1 9 5  I F  C O D E = 1 2 6  A N D  L N > N 0  T H E N  2 0 5
OK 2 0 0  G O T O  2 1 5

I E  2 8 5  ?  C H R S I C O D E I :
GG 2 1 8  P A T H S = P A T H S T N I , L E N I P A I H S ) - N 1 ) : L = L

E N T P A T H S / - 3 :G O T O  1 8 5
I X  2 1 5  I F  L E N T P A T H S / . 7 3 3  T H E N  2 3 5
RE 7 2 0  I F  C O D F > = A 5 C I I "0 " )  A N D  C O D E ( z A S C C " ,

" /  T H E N  2 4 9

AK 2 2 5  I F  C O D E ) = A S C ( " A " )  A N D  C O D E ( = A S C C "Z
" /  T H E N  2 4 8

DE 2 3 0  I F  C O D E =0 5 C ( M 1 1 ")  O R  C O D E z A S C I " _ " 1
OR c o D E = 0 5 C ( " . . . . )  T H E N  2 4 0

RB 2 3 5  ?  c m R S ( 2 5 3 ) ; : G O T O  1 8 5
107 2 4 0  ?  C H R S ( C O D E ) ; ;P A T H S C L E N ( P A T H S ) + N 1 )

= C H R S I C O D E I :L N = L E N ( P A T H S ) - 3
R A 2 4 5  G O T O  1 8 5

AN 2 5 0  P O S I T I O N  N O , 0 E 8 1 I 4 : ?  " D r i v e  N u m b e r
( 1 - 4 ) : " ;

I K  2 5 5  G E T  U N 1 , C O D E : I F  C O D E = 1 5 5  T H E N  C O D E
=4 1 :G O T O  2 6 5

I U  2 6 8  I F  C O D E ( 4 9  O R  C O D E > 5 2  T H E N  2 5 5
DX 2 6 5  ?  c o R 5 I E C O D E I :v E R T 7 V E R T 4 .6

SP 2 7 0  P A T H
5
1 1 0 1 . 3 ) = "
D I : " : P A T H
S C N 2 , 0 4 2
/ = C H R

$( C O D E )
VS 2 7 5  I F  D O I T O N O  T H E N  R E T U R N
1 Y 2 8 0  I F  W H I C W -
-
N 1  T H E N  
1 3 0

X1 2 8 5  R E M
A l  2 9 0  I F  I N O U T = N 1  T H E N  ?

FO 2 9 5  ?  " H o w  A i d e  I s  D i s p l a y ( 1 1 1 - 1 0  S c r e e
n s ) :  1 4
" ; :
1 4 = P E
E K ( 5 5
) : Y = P
E E K 1
8 4 1 : C
-
N O :

I F  D I S K  G E T  F I L E N A M E

00 D I S P L A Y  O P T I O N

LL O R  D I S K ?

FONT AND DISPLAY
D A T A  C R E A T O R

N U AL S=""

ES 3 0 0  M ON 7 .1 6 2 :GOSU B 1 4 2 5 ; R E M  M A X . 2  D I G I T S
HG 3 0 5  I F  VAL ( N U M 0 6 ) ( 1 1 1  O R  ve u _ T N U m S ) > I O  T H

EN  ?  "  " : C H R 5 ( 2 5 3 ) : P O S I T I O N  N O , Y :G O T O
2 9 5

Rh 3 1 0  P O S I T / O N  M . Y : ?  R U I N S :"
BA 3 1 5  W I D E = V A L ( N U M S )
RC 3 2 0  6 0 T 0  3 6 5
JG 3 2 5  R E M

AO 3 3 0  I F  I N O U T =1 1 1  T H E N  ?
B7  3 3 5  P O K E  7 5 2 , 1 1 1
WO 1 4 0  ?  " C I Z I E L / S e l e c t e d  F o n t

DO F O N T  O P T I O N

• •

I C  3 4 5  V E R T = P E E K ( 8 4 ) - N 2
MD 3 5 0  G O S U B 1 4 9 0

Kb  3 5 5  F O N T = V O R ;R E M  -
1 = W H O L E  
1 . S E L E C T E
D

JC  3 6 0  R E M
DA 3 6 5  ?

OF 3 7 0  7  E n t e r  L i n e  N u m p e r ( 3 0 0 1 0 - I o 9 9 9 ) :
4 1 1 4 4 4
" ; : D = P
E E K t o
s i : T = D
( E i t t o
4 ) : c .
7 _ N 9

:N U M 5 = ""

TB 3 7 5  M AM =S t G O S U B 1 4 2 5
VS S a o I F  uaL(mumS)(3608 OR OAL(DOMS))300

o o  T H E N  ?  "  " . : C A R 5 ( 2 5 3 ) : P O S I T I O N  N O , Y
:G O T O  3 7 0

SA 3 0 5  P O S I T I O N  M . Y : ?  M U M S : "  "
DO 3 9 0  L I N E = V A L ( N U M 4 ) : L I N E I = L I N E
AL  3 9 5  R E M

Z P 4 e 8  P O K E  7 6 4 , 7 5 5 : M E D S
-
7 . • D i s k  " : I F  
I N O U T

( N I  T H E N  M E D S = " C a s s e t t e  "

NU 4 0 5  ?  : ?  " P r e p a r e  " : M E D S : " F o r  L o a d i n g
D a t a , " : ?  " T h e n  A n y  K e y . "

VS 4 1 8  0 =1 1 2 . 0 1 2 :I F  P E E K 1 7 6 4 1 = 2 5 5  T H E N  4 1 0
Z I  4 1 5  A U M Z = N O : I F  I N O U T = R 1  T H E N  4 2 5
OW 4 2 0  P A T A 5 z " C : " : 4 U X 2 = 1 2 8

OD 4 2 5  T R A P  1 4 0 5 ; R E M  H A N D I F  I / O  E R R O R S
F A 4 3 0  C H A N z 1 4 2 :/ O C B =0 3 2 + C H O W N I 6 :I N F O S ="1 2

3 4 5 6 7 "

OW 4 3 5  C L O S E  U C H A N :O P E N  N C H A N , 4 , * u x 2 , P 4 I N

WU 4 4 0  P O K E  I O C B . I . N 2 , 7 :R E M  ' G E T  C O M M A N D
RD 4 4 5  I R I = I N T E A D R ( I N F O S ) / 2 5 6 )
AO 4 5 0  / 1 _ 0 = A D A ( i m F O S ) - i o i A 2 5 6
F2  4 5 5  P O K E  1 0 C 1 1
- 1
4 , I L O : R E M  
B U F F E R

RN 4 6 0  P O K E  I 0 C 0 + 5 , I N I
I L  4 6 5  P O K E  I O C B + 8 , 7 : R E M  B Y T E S
F P 4 7 0  P O K E  I 0 C 1 1 + 1 , N 0

I L  4 7 5  C I O = U 5 R I A D R C "h h h M 1 V M ") , C H A N * 1 6 1 :R E
A C A L L  C / O  T O  L O A D  I N F O R M A T I O N

KB 4 0 0  B U F F E R = 3 0 7 2 0 ; B H I = I N T I B U F F E R / 2 5 6 4 : 0
L O z B U F F E R - B H / * 2 5 6

oG 4 0 5  i i . . . 0 0 5 C T I N F o S t N i . N L I T : L O I = A S C ( I N F O
S o lz , N 2 1 1 )

111) 4 9 0  P O K E  I O C B + 4 , 1 3 1 0 :R E M  B U F F E R
OD 4 9 5  P O K E  I 0 C 1 1 • 5 , 1 1 1 1 I
RN 5 0 0  P O K E  1 0 C 1 1 . 0 , L I O :R E M  L E N G T H
M I  5 0 5  P O K E  I O C B + 9 , L A I

KG 5 1 8  C I O = U S R ( A D R C " h h h a V e " ) . C H A N * 1 6 0 : R E
M CALL C I O  TO  LO AD DATA

SR 5 1 5  I F  1 9 N I C H =- N 1  T H E N  1 0 0 5 ; R E M  C R E AT E
FON T S E C T I O N

EP 570 REM mainumamorrawrzaimul
BO 5 2 5  R E S T O R E  I 7 2 0 : ?  C A R S ( 1 2 5 ) : P O K E  7 5 2 ,

N O :P O S I T I O N  0 1 0 , 1 1 0 :7  " C r e a t i n g  B A S I C  P r
o g r a m . . . " : C = N I : a l L N E = L I N E 4 2 5 8

GJ 5 3 0  P O S I T I O N  N 0 . 1 ; ?  L I N E : "  " : : R E A D  L I N
E S :G O S U B 9 0 5 :1 1 E M  R E P L A C E  .
P .  W I T H  * . .LW 5 3 5  I F  t i m E S C A I , A I T = " > "  TH E N  1_116E5=1.1N
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OE 2 5 0 7 5  P O K E  D L I S T . T I M E S . 2 , A R H I
SO 2 5 8 8 0  AR L O =AR L O + L E N G T H :I F  4 0 1 0 ) 2 5 5  T H E

N o R L D = A R 1 0
-
2 5 6 : A R H I = A
R H / 4 3 .

ZX 2 5 0 8 5  N E X T  T I M E S
EP 2 5 8 9 0  P O K E  D L I s t + T I M E S , 6 5 : P O K E  8 4 . / S T + T

Listing 4 - the start of  a game

I M E S + 1 , D L L 0 :P o KE  D L I S 1 . T I M E S + 2 , D L N I :R E
M E N D  D I S P L A Y  L I S T

LB 2 5 8 9 5  R E S T O R E  2 5 1 0 .
we 2 5 1 0 8  P O S I T I O N  1 4 0 , 1 4 0 ' .  " C o n s t r u c t i n g  H

a c h i n e  C o d e  R o u t i n e  . . .
-
: F O R  I z t  
T O  
8 0 :

READ D A T :M O V S ( I ) = C H R S C D A T / :N E N I  I
GA 2 5 1 0 5  D A T A  1 0 4 . 1 8 4 . 1 3 3 , 7 8 4 , 1 8 4 . 1 3 3 , 2 0 3

, 1 8 4 4 3 3 , 2 1 3 , 1 0 4 , 1 3 3 , 2 1 2 , 1 8 4 . 1 3 3 . 1 0 9 . 1
0 4 , 1 3 3 , 1 0 8

5 0  2 5 1 1 0  D A T A  1 0 4 , 1 8 4 , 1 3 3 , 2 0 7 , 1 6 8 , 8 , 1 5 2 , 7
2 . 1 7 7 , 7 0 3 , 1 6 , 6 , 8 6 , 2 3 3 , 1 2 8 . 2 4 . 1 4 4 , 2 , 1 2 7
, 2 0 3 . 2 8 1 , 2 7

Ft
- 
2
5
1
1
5  
D
A
T
A  
1
4
4
.
2
0
,
2
8
1
,
3
2
,
1
7
6
,
1
2
,
1
5
2
.
2
2

. 1 6 8 , 2 7 , 3 2
‘
1 7 6 , 2 4 2 , 1
0 4 , 1 6 0 , 2 4
, 1 4 4 . 4 . 2 0

1 , 1 2 8 „ i 7 6
8 T 2 5 1 2 0  D A T A  2 4 8 , 1 2 7 , 2 0 3 , 3 2 , 1 7 6 . 2 4 2 , 1 0 4 ,

1 6 8 , 1 7 2 , 1 0 8 , 1 4 5 , 2 1 2 , 2 0 0 . 1 9 8 , 2 0 2 , 2 0 8 , 2 0
2 , 9 6

L S 2 5 1 2 5  R E M
AN 2 5 1 3 0  R E S T O R E  2 5 2 5 8
L V 2 5 1 1 5  C 5 ="M 1 p ' :?  " R e a d i n g  D i s p l a y  D a t a :

-
"
:
M
E
m
=
P
E
E
K
(
8
1
)
*
2
5
6
+
P
E
E
K
T
1
1
8
2
4
(
P
E
E
K
1
8
4
/

* 4 8 ) : Y = R ( E K ( 8 4 )
0 1  2 5 1 4 0  R E AD  D A T S : I F  L r l d i m A y s ) ( 3  T H E M  7 5

1 6 0
KK 2 5 1 4 5  I F  D A T A C 1 , 2 ) = C 8  A N D  D AT SC L EAC D AT

8 7
-
1 2
z .
C
$  
T
H
E
N  
L
I
N
E
8
=
D
A
T
S
:
6
A
T
0  
2
5
1
6
5

CA 2 5 1 8 0  I F  D A T S ( 1 . 2 ) = C O  T H E N  L I N E S  O A T S :
GOTO 2 5 1 4 0

DD 2 5 1 5 6  I F  D A T S C L E N C D A T S 1
-
1 ) = C S  T H E N  
L I N

E S ( L E N ( L I N E S ) + 1 ) =". • • :L I N E S ( L E N C L I N E S 1 1 1 .
1 ) =D AT S :G O T O  2 5 1 6 5

YE 2 5 1 6 0  L I N E S ( LE N C LI N E S ) 4 1 ) = . . . : L I N E S E TE
N C L I N E $ 1 .1 2 =D AT S :G O T O  2 5 1 4 0

ES 2 5 1 6 5  L I N E O = L I N E S ( 3 ) : L I N E S = L I N E S ( I , L E N
T L I N E S T - 2 )

PM 2 5 1 7 0  P O S I T I O N  N O , Y
8 8  2 5 1 7 5  X r U 5 R C AD R ( M O V S ) , AD R ( 1 1 N E S 1 , AR E A,

M E M , L E N ( L I N E S ) ) :R E M  S T O R E  D A T A
JD 2 5 1 8 0  AR E A. AR E A+ L E N C L I N E S T :P O S I T I O N  N O

, V :
7  
c
H
R
S
(
1
5
6
) ;
C
H
R
5
(
1
5
6
) ;
C
0
0
$
1
1
1
5
6
/

KS 2 6 1 8 5  I F  A R E A O D T 5 P + 5 I Z E  T H E N  G O T O  2 5 1
be

P1  2 5 1 9 0  P O K E  5 5 S , N 0 :R E M  D I S P L A Y  O F F
ED 2 5 1 9 5  P O K E  5 6 0 , 0 1 1 0 :P 0 1 ( F  5 6 1 , D L H I :R E M

SET D I S P L A Y  L I S T

TORE D I S P L A Y  D . T A

continued or
-
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FONT AND DISPLAY
D A T A  C R E A T O R

OP

FL
OS
OK

NO

I F

XE

I J

JU

FE

X0
YE
MK
FD

P r

8 !

KZ

HK
EZ
MF

TP

WP

SX

NY

00

TU

U0

CA

I F

KL

1441

GO

LE

UT

PN

CR

F i t

OM

YO

2 5 2 8 8  F O R  C = 0 8  T O  4 : P O K L  / 8 0 4 c , P ( c ) : N E
NT C : R E M  SET " C O L O U R S
2 5 2 8 5  P O K E  8 A 5 E . P A G E
7 5 7 1 0  R ET U R N
2 5 2 5 0  D A T A  M 4
-
4  4  
4

4 4  4  4
4

2 5 2 5 2  D A T A  N n  4  4
4

0 0
P I  2 5 2 5 4  D A T A  N B  I  4

CO
KS 2 5 2 5 5  D A T A  3 n  4  4

4
L =M I M Z E I M T M M I M r E E I

51 2 5 2 5 8  D A T A  O R

2 5 2 6 0  D A T A  N O

•
I n g

• •  4

FONT E T  . R  M A I N  .  5 P L . .

a  .1 .1 / N
44 ./ .4 4 -4 6 d1  4  C H

7 5 2 6 2  D A T A  C P 4 4 i p q t u A m m l 4 u p q t - 4 1 . 8 . y • l y
-
r •
yy4 4 1 - y9 h vp q t p 5 q 1 4 1
,
4 1
,  . . . . .  
t r n k k P O
I M M I M

m 1 I a i 3 3 1 8 0 k P ok W oCn
2 5 7 6 4  D A T A  M R . / 4 . / , / / 1 4 4 / .
4 - 4
, . / L M
. 4
/ .
- -

F - ) ? 0 ,
1
5 X - 4
-
: ; 4
-
1
-
C n

2 5 2 6 6  D A T A  0 0 2 ; ( 4 E F >
,
1 0 : ; (
4 4 4 .
1 1 1 1 1 1 2 1 p t u 1

8 4 4 4 4 ; ; ( 8 . )
,
8 4 4 4 4 0 8 2 1
c 8
,
7 . ) 2 8 E r
-
t e d 0 0 0 0 0 0
0

Opa: 4 ) . 0 E r  * 4 :
2 5 2 6 8  D A T A  M O KS G H I JKS K, - 4 1 8 C D U K4 4 1 1 :;(
-
,
= y
,
8 4
.
8 8
8 c
8 ,
)
, ,
e t
. :
:
4 u
u .
-
u s
6 a
t
m
o s
t i
- ,
>
, ,
o

: ; ( 4 1 1 * . G a T i a . 8
-
8 1 9 N n
2 7 1 1 1  R E M
2 8 8 8 8  P A G E . 1 5 2 : S E T z P A G E
4 4
2 5 6 : 8 A S E = 7 5
6

7 8 0 8 5  R E S T O R E  2 8 2 8 8
2 8 0 1 0  G R AP H I C S  N O I :P O KE  2 5 2 , 1 : P 0 5 I T I o N
4 4 0 , 4 1 8
,  
" c o
n s t r
u c t i
n g  
F o
n t
: •
• :
P O
K E  
7
1
8
,

NO
2 8 0 1 5  F O R  0 YT E=4 4 8  T O  1 8 2 3  S T E P  4 : R E M  1
K F O R T
2 8 8 7 8  R E AD  D 8 , D 1 , 1 1 6 2 .D 3 :P O S I T I O U  1 8 , 8 1 ?

1 0 2 4 - B Y T E . "
Z 8 8 2 5  P O K E  5 F T 4 B Y T E , D O :P O K E  5 E T
4
1 3 1 T E
4
1

.D 1 :P O KE  S E T 4 1 1 Y 1 E 4 2 , D 2 :P O KE  5 E1 '4 .8 1 1 E4 3
, D 3
2 0 0 3 0  N E X T  B Y T E :P O K E  B A S E . P A G E
2 0 0 3 5  R ET U R N
28288 DATA 8 , 8 , 8 , 8 , 8 , 8 , 8 , 8 . 1 2 8 , 1 3 8 . 1 2 8
. 2 2 6 , 1 6 8 , 1 5 4 , 1 6 8 , 1 3 8
2 8 2 0 7  D A T A  1 7 0 , 1 3 8 . 1 7 8 , 3 4 . 1 7 5 . 1 8 6 . 1 8 6 ,
1 6 5 , 1 6 6 . 2 8 2 . 1 6 8 , 1 6 3 , 4 2 , 1 8 6 . 1 6 1 , 7 2 6
2 8 2 8 4  D A T A  1 2 8 , 1 6 2 , 1 2 8 . 1 8 7 . 1 2 8 . 1 6 2 , 1
0 6, 1 7 8 , 1 7 8 , 2 3 7 , 1 7 8 , 1 7 8 , 1 7 4 . 1 7 8 .
1 6 8
.
2 3 4

28786 DATA 1 8 8 . 2 3 8 . 1 2 8 , 1 2 e , 1 3 8 . 1 8 9 , 2 7 0
, 7 3 4 , 1 7 0 . 1 8 6 , 1 7 8 , 1 6 8 , 1 2 8 , 2 3 4 . 1 6 6 . 1 7 8
2 8 2 8 8  D A T A  1 7 8 , 1 6 2 , 1 7 8 , 1
7 1
.
1 7 8
,
4 7
,
1 7 8 ,

1 6 6 , 1 7 8 , 2 3 4 , 1 7 8 , 1 5 4 , 1 7 8 , 1 7 8 , 1 6
9
.
1 6 2

2 8 7 1 8  D A T A  1 7 8 . 1 8 6 , 1 7 8 . 1 7 1 , 1 8 6 , 1 1 8 , 1 6 9
. 1 . 7 8 , 1 1 8 . 1 8 6 , 1 2 8 . 1 3 8 , 1 7 8 , 1 0 6 , 1 6 1 , 1 7
82 8 7 1 7  D A T A  1 7 8 . 1 7 8 , 1 5 4 , 1 7 8 . 1 6 0 . 1 7 8 . 1 1 8
. 1 7 8 . 1 7 8 , 1 7 8 . 2 3 4 , 1 7 8 , 1 7 8 , 1 6 6 , 1 2 8 . 1 7 8
2 8 2 1 4  D A T A  1 7 8 . 1 7 8 , 1 7 8 . 1 2 4 . 1 7 8 , 1 7 0 . 1
8
6
, 1 7 8 . 2 3 4 , 1 7 8 . 1 7 8 . 1 7 8 , 1 6
6
„ 1
7 8
.
1 7 8
.
1 7 0

7 8 2 1 6  D A T A  8 , 8 , 8 , 2 5 2 , 2 8 4 , 1 3 6 , 1 3 6 . 8 4 ,
0
.
0 , 0 , 4 8 , 2 4 8 . 3 7 . 3 2 . 8 4
2 8 2 1 8  D A T A  8 , 8 , 8 . 2 5 2 . 1 2 . 1 6 8 . 1 2 8 . 0 4 , 0 , 8
. 0 . 7 5 7 , 1 2 . 1 6 8 , 0 , 8 4
7 8 2 2 8  D A T A  8 , 8 , 0 , 1 9 2 . 1 1 2 . 1 3 6 , 1 6 8 , 4 ,
8
,
0

. 8 , 2 5 2 , 1 9 2 , 1 6
8
.
0
,
8 4

7 8 2 2 2  D A T A  8 , 8 , 8 , 2 5 2 , 1 1 2 , 1 6 8 , 1 3 6 . 8 4 , 0 ,
0 , 8 , 2 5 2 , 1 2 , 3 7 . 3 2 . 6 4
2 0 7 2 4  D A T A  0 . 8 . 8 , 2 5 2 , 2 8 4 . 1 6 8 . 1 3 6 . 8 4 , 8 ,
0 . 8 , 2 5 2 , 2 8 4 , 1 6 8 , 8 . 8 4
7 8 7 7 6  D A T A  1 6 9 , 1 6 8 , 1 7 2 , 1 7 3 , 1 8 5 , 1 . 8 5 , 2 2 1
. 2 2 0 , 1 0 , 0 , 0 , 8 , 0 , 6 4 . 8 4 , 6 9
2 8 2 2 8  D A T A  1 2 8 , 1 2 0 , 4 2 , 4 2 , 1 8 , 1 8 , 1 8 , 8 2 . 1
6 8 . 1 5 7 . 4 7 , 1 7 8 , 2 3 4 , 1 7 0 , 4 6 , 1 7 8
2 8 7 3 0  D A T A  7 1 3 . 2 8 9 , 1 6 1 , 1 7 8 , 1 7 8 , 1 1 0 . 1 8 4
. 1 7 4 , 8 5 , 6 9 , 8 1 , 2 5 , 1 7 8 . 1 7 8 , 1 / 0 , 1 7 8
2 8 2 3 2  D A T A  0 2 , 8 4 , 6 8 , 1 0 2 . 1 7 0 , 1 7 8 , 1 7 8 , 1 7
8 , 1 2 2 , 1 2 4 , 1 0 5 , 1 8 5 . 1 8 5 , 2 2 8 , 2 2 8 , 7 7 4
20234 DATA 4 3 , 8 4 , 6 4 , 8 0 , 2 8 , 2 1 , 8 5 , 8 5 , 8 . 8 .
8 , 8 , 8 , 6 4 . 8 4 , 2 1
2 8 7 3 6  D A T A  1 1 0 , 4 2 , 4 7 , 2 6 , 1 8 , 1 8 , 1 8 , 8 2 , 1 7
8 , 1 2 8 , 1 1 8 , 1 7 8 , 1 7 8 , 1 7 8 , 1 2 8 , 8
2 8 2 3 0  D A T A  1 7 8 . 1 1 8 , 1 7 8 . 1 7 8 , 1 7 8 , 1 1 0 . 4 2 ,
2 , 1 7 1 , 4 7 , 1 9 8 , 1 8 5 . 1 6 5 . 1 7 8 , 2 2 6 , 1 6 9

List ing 4 cont inued

UW

CM

PC

OM

FO

VA

UN

CU

AS

ZD

OH

ON

E l

111

SY

UG

GA

MIS

OR

EX

8 0

PV

AN

Sc

2 8 2 4 0  D A T A  1 4 5 , 8 1 , 6 1 , 2 1 , 2 0 , 1 6 1 , 1 0 6 . 1 6 3
. 8 1 , 0 1 , 6 9 , 6 9 . 5 3 . 1 6 1 , 1 3 0 . 1 7 1
2 8 2 4 2  D A T A  1 2 , 1 7 . 1 7 . 1 6 . 3 6 , 1 6 8 , 1 8 6 , 1 6 8 ,
8 2 , 8 8 , 8 4 . 6 8 , 1 8 1 , 4 1 . 1 8 6 . 1 7 1
2 8 2 4 4  D A T A  1 7 8 , 1 6 8 , 1 6 0 . 1 0 4 , 1 8 5 , 2 2 9 . 7 7
1, 1 6 6 , 1 7 0 . 4 2 , 1 8 , 2 , 0 , 0 4 , 0 4 . 1 7
2 8 2 4 6  D A T A  1 4 3 , 1 5 . 6 3 , 8 , 6 3 . 4 2 . 7 1 . 8 , 2 5
5
,
7 5 5 , 7 5 5 . 8 , 2 5 5 . 1 7 8 , 8 5 , 0
2 8 2 4 8  D A T A  2 4 1 , 2 4 0 , 1 5 2 , 8 , 2 5 2 . 1 6 8 . 8 4 , 0 ,
1 / 8 , 1 6 8 , 1 5 8 , 1 6 8 , 1 6 3 . 1 6 . 3 . 1 6 3 , 1 4 3
2 8 2 5 0  D A T A  6 3 , 2 5 5 . 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 . 2 5 5 .
2 5 5 , 7 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 . 2 5 5 .
2 5 52 8 2 5 7  D A T A  1 7 8 , 4 2 , 4 2 , 4 2 , 2 8 2 , 2 0 2 . 2 8 2 . 1 9
4 , 2 5 2 , 2 5 5 , 2 5 5 , 2 5 5 . 2 5 5 , 2 5 5 , 2 5
5
, 2 5 5
2 8 2 5 4  D A T A  1 1 0 , 4 2 , 1 7 6 , 1 7 4 . 1 7 0 . 1 2 8 . 6 3 . 6
3 . 1 0 7 , 1 2 8 , 1 8 6 , 1 7 8 . 1 6 9 , 8 , 7 5 5 , 8
2 8 7 5 6  D A T A  1 . 7 8 , 1 6 8 , 1 7 8 , 2 3 3 , 1 7 8 , 2 . 2 5 2 , 2
5 7 , 7 5 2 , 2 5 2 . 7 5 2 , 2 5 2 , 2 4 1 , 2 4 1 . 1 1 3 . 1 9 2
2 8 2 5 8  D A T A  8 5 , 8 5 , 8 5 . 8 5 . 8 5 , 8 5 . 8 5 . 8 . 8 3 .
53 , 6 3 , 6 3 , 7 9 , 7 9 , 7 9 , 3
2 8 2 6 8  D A T A  1 7 8 . 1 7 0 . 1 7 8 , 1 7 8 . 0 , 2 5 5 . 7 5 5 . 2
5 5 , 2 5 5 , 2 5 5 , 2 5 5 . 2 5 5 , 2 5 5 . 2 5 5 , 2 5 5 . 2 5 5
2 8 2 6 7  D A T A  1 7 8 , 1 7 8 , 1 2 8 , 1 7 8 , 8 , 2 5 5 , 2 5 5 , 2
5 2 , 1 1 0 , 1 7 0 , 1 7 8 , 1 7 8 , 0 , 2 5 5 . 2 5 5 , 8
2 8 2 6 4  D A T A  1 7 0 4 7 8 , 1 7 8 , 1 7 8 , 1 2 8 , 1 4 3 , 6 3 ,
6 3 , 1 7 8 , 1 7 0 . 1 7 8 , 1 7 0 , 2 . 2 4 8 , 7 5 7 , 7 5 7
2 8 7 6 6  D A T A  0 5 . 8 5 , 8 5 , 8 5 . 0 5 , 8 5 , 8 5 , 8 . 8 5 . 0
5 , 8 5 , 0 5 . 8 5 . 8 5 . 8 5 , 0
2 8 2 6 0  D A T A  2 5 5 , 8 5 , 7 5 5 . 6 3 , 4 2 . 1 6 2 , 8 1 , 8 1 ,
2 4 8 , 1 7 5 , 9 8 , 7 4 5 , 1 7 5 . 9 8 , 2 4 5 , 1
7
5
2 8 2 7 8  D A T A  8 , 8 , 2 4 8 , 1 7 5 , 9 0 , 2 4 5 , 1 7 5 , 9 8 , 8
, 4 4 , 8 , 8 , 1 1 2 . 1 7 6 . 1 8 8 , 2 1 9
2 8 2 / 2  D A T A  5 2 , 5 2 , 5 7 , 5 2 . 5 2 . 5 4 . 1 1 8 , 1 1 8 . 2
5 5 , 7 5 5 , 8 5 , 1 7 8 , 2 8 2 , 7 8 7 , 1 7 0 , 8 5
2 0 7 7 4  D A T A  1 2 5 . 1 2 5 . 1 2 5 . 1 2 6 , 1 2 7 , 1 2 7 . 1
8 6, 8 5 , 1 2 5 , 1 2 5 . 1 2 5 , 1 7 5 , 1 2 5 , 1 2 5 , 1 2 5 , 1 2 5
2 8 2 7 6  D A T A  8 5 , 1 2 6 , 1 2 7 , 1 2 7 , 1 2 5 , 1 2 5 , 1 2 5 ,
1 2 5 , 8 5 . 1 7 1 , 2 8 7 . 2 8 7 . 1 7 8 , 8 5 , 2 5 5 . 7 5 5
2 8 2 7 8  D A T A  8 5 , 1 8 9 . 2 5 3 , 2 5 3 , 1 8 1 , 1 2 5 , 1 2 5 .
1 2 5 , 1 2 5 . 1 2 5 . 1 2 5 , 1 8 9 , 2 5 3 . 2 5 3 , 1 6 9 , 8 5
2 8 2 8 8  D A T A  1 7 5 . 1 2 5 . 1 2 5 . . 1 2 5 . 1 2 5 , 1 7 5 . 1 2 5
. 1 2 5 , 7 5 5 , 2 5 5 . 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 . 2 5 5 .
7 5 528282 DATA 8 . 8 , 8 8 , 8 8 . 1 . 8 8 . 8 5 . 9 0 . 1 8 8 , 8 . 8
, 8 , 1 5 , 4 8 , 2 1 3 , 1 2 8 . 8
2 8 7 8 4  D A T A  3 , 6 8 , 1 9 2 , 8 , 0 . 8 5 . 1 7 8 , 0 , 0 , 0 , 0
. 8 . 0 , 3 . 6 0 , 1 1 2
28286 DATA 8 . 8 . 3 . 8 8 . 1 9 2 . 0 . 8 . 8 . 8 , 8 0 8 . 8 ,
8 , 8 5 . 1 7 0 , 0

AP 2 8 2 8 8  D A T A  1 6 . 1 0 8 . 9 / , 9 6 , 9 6 , 9 6 . 9 6 , 9 6 , 9 6
, 9 6 , 9 6 . 9 6 . 9 6 , 1 0 1 , 1 0 6 , 9 6

NP 2 8 2 9 8  DATA 8 , 8 , 1 9 2 . 6 3 , 8 . 8 1 , 8 , 8 , 8 , 8 , 8 , 8 ,
1 / 7 , 6 3 . 8 , 8

GC 2 8 2 1 2  DATA 8 , 6 1 , 8 , 8 , 8 , 8 , 2 5 5 . 8 , 8 , 8 . 8 , 8 , 3
, 2 5 2 , 8 . 0

FO 2 8 2 9 4  D A T A  0 . 0 , 3 , 2 5 2 , 0 , 0 , 8 , 8 , 6 , 5 4 . 1 1 8 ,
6 , 6 , 5 , 6 , 6

XX 2 8 2 1 5  D A T A  6 , 6 , 6 , 6 , 6 . 8 6 . 1 6 6 , 6 , 0 , 8 , 8 , 2 5
2 , 7 0 4 , 1 6 8 , 1 3 6 . 6 8

WT 7 8 7 9 8 0 0 1 0  8 , 1 / 2 , 6 0 , 3 . 0 , 8 , 0 , 8 , 4 1 , 8 . 8 , 2 5
2 . 1 9 2 , 1 2 8 , 1 2 8 , 8 4

NG 2 8 3 0 8  D A T A  8 , 4 4 . 0 , 8 , 1 9 7 , 6 8 . 3 . 8 , 0 . 8 . 8 , 2 5
2 , 1 9 2 , 1 5 8 , 1 7 8 , 8 4

ED 2 8 3 8 2  D A T A  8 . 4 4 , 0 , 0 , 0 , 0 , 8 , 1 1 2 . 0 , 0 , 0 . 2 5 2
. 2 8 4 , 1 6 8 , 8 , 8 4

GB 7 8 3 8 4  D A T A  8 . 8 . 1 9 2 , 4 8 , 6 0 , 8 4 , 1 7 0 . 5 . 8 , 4
4
.

8 , 2 5 2 , 4 8 . 3 2 , 3 2 , 8 4
I J  2 8 3 8 8  D A T A  6 1 , 6 3 , 1 2 8 , 1 7 8 . 1 1 8 , 1 7 0 . 1 7 8 , 1

7 8 , 2 4 7 , 2 5 5 , 1 1 5 . 4 8 . 1 7 8 , 1 7 8 ,
1 7 0
,
1 7 8

XX 2 8 3 8 8  D A T A  8 , 8 , 8 , 1 1 2 . 1 9 2 , 1 2 8 , 1 2 8 . 8 4 , 0 ,
0 , 0 , 7 0 4 , 2 5 2 . 1 3 6 , 1 3 6 , 6 8

TU 2 8 3 1 0  D A T A  1 2 5 , 2 8 4 , 3 4 , 1 7 8 . 1 7 8 . 1 7 8 , 1 7 8 ,
1 2 8 , 0 , 8 , 0 , 2 5 2 . 2 8 4 . 1 3 6 , 1 3 6 , 8 4

CD 7 8 3 1 2  D A T A  1 . 1 . 4 1 , 4 1 , 1 6 1 , 1 6 5 . 1 6 9 . 1 6 5 , 6
4 , 8 8 . 8 2 , 1 5 8 , 9 8 , 8 6 . 1 8 2 , 8 5

ON 2 6 3 1 4  D A T A  8 . 0 . 0 . 2 5 2 , 2 8 4 . 1 6 8 , 1 6 8 , 6 8 , 0 .
0 , 8 , 2 5 2 . 1 9 2 , 1 6 8 . 8 , 8 4

CV 2 0 3 1 6  D A T A  1 4 4 , 1 4 4 , 1 6 4 . 1 4 0 . 2 1 3 , 1 4 9 , 1 6 6
. 1 5 4 . 0 . 8 , 4 , 7 0 , 2 1 , 1 6 5 , 1 4 9 . 1 4 1

EV 2 8 3 1 8  D A 1 A  8 , 8 , 0 , 2 0 4 , 2 8 4 . 1 3 6 , 1 6 8 , 1 6 , 0 ,
8 , 2 5 5 , 1 2 8 , 8 5 , 8 . 8 . 8

JD  2 8 3 2 8  D A T A  7 5 2 . 2 5 2 , 2 5 2 , 2 4 0 , 2 4 3 . 1 1 5 , 2 8 2
, 2 8 2 , 6 8 . 3 , 8 . 8 . 8 , 8 5 , 1 7 8 . 8

1
1
6
,  
7
8
3
7
7  
D
A
T
A 
1
7
0
,
1
/
0
.
1
1
8
.
1
7
8
,
1
7
8
.
1
7
0
.
1
7
0

, 1 7 8 , 2 8 4 , 2 8 4 , 2 0 4 . 2 8
4
.
7 0 7
,
2 8 7
,
2 8 7
.
2 8 1

UP 2 8 3 2 4  D A T A  2 5 5 , 2 5 5 , 2 5 5 , 6 3 , 6 3 , 1 5 . 7 8 7 . 2 8
7 , 0 , 1 2 6 , 1 2 8 , 1 2 4 , 1 1 8 . 1 8 7 , 6 .
9EX 2 0 3 2 6  D A T A  0 . 0 . 8 . 8 , 1 2 . 0 . 8 . 0 . 2 5 5 . 8 5 , 1 7 8
, 1 7 8 , 1 7 8 , 1 7 8 . 1 7 8 , 1 7 8
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U.AEREVIEW

DESERT
WARFARE
Steven Wilds braves the dust
of  the North African desert

0  n  the tenth of  June 1940.  I taly  declared war  on Hi i -
tam.  Mussolini.  eager to cash in on the "certain" Axis
v ic tory ordered his  forces in Africa to march int o Egypt

and lay  the foundat ions  for a new Roman Empire.  The I talian
army  were s low to act on t heir leaders wishes and even t hough
they vast ly  out numbered the Brit ish.  they  soon began to lose
men.  mac hines  and territory .  As the I talians suffered defeat
af ter defeat, the Germans,  under  General Erwin Rommel.  in-
tervened. The Brit ish were suddenly  exchanging blows wit h
Nazi forces and Africa became a tes t ing ground for the Allies.
What  for the Germans  had s tarted as an operat ion to help the
I talians.  changed int o an offensive and then int o a disaster
that  had to be avoided at al l  costs. For  the Brit ish.  the "Dec i-
s ion in the Desert " was  the t urn ing point .  As Churc hi l l  said
himself :  "... before El Alamein we never won a bat t le.  af ter El
Alamein we never lost a bat t le. "
Both Allied and Axis  forces realised the potent ial for fast and

highly  mobile warfare.  This  is refl ected In the five game scena-
rios in Dec is ion In The Desert  where you wil l  be c ommanding
small unit s  over vast areas of  terrain.  The combat  system is
the same throughout  t he ent ire Mic roprose Command Series
and so once mastered is easy to use. Some may prefer a series
of t urns  and phases but  t he game contains  enough detail to
keep even the most  experienced wargamer quiet.  The manual
Is again of  excellent qualit y  and is  essent ial for both copy
protect ion and for giv ing you the his torical inf ormat ion re-
quired to enjoy the game to its fullest.

I had hoped not  to inc lude a run-down of  each scenario (for
fear of  copying the Confl ic t  in Vietnam review) but  now feel
that  to do so would do the game a great injus t ice,  so here they
are:

THE SCENARIOS
SIDI BARRAN': BRITISH BLITZ At  dawn on December
Yth. 1940.  Brit is h forces under General O'Connor s urround
and assault  fort ifi ed I talian pos it ions  set up  after the half -
hearted advance into Egypt. The Brit ish chase the I talians into
Libya where they fi nally  surrender at Beda Fornm.  This  scenar-
io s imulates  the opening Brit ish moves but  one variant  allows
YOU to go all the way to Tobruk !  Why  not t ry  c ommanding the
I talian unit s?

O P E RA TI O N CRUS A DE R R o m m e l  has  not only  stopped
the ent ire collapse of  the I talian army  but  has  also forced the
Brit ish back to the border.  However Tobruk  stays fi rm and
Rommel is  forced to halt  his  advance. Now on the defensive,
his  unit s  s t rike out  against  mount ing Brit ish forces but  af ter a
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mont h long build up,  t he Brit ish launc h a major at tack around
the desert fl ank.  A mont h long bat t le follows and the Brit ish
prevail.  Could you alter the course of  history?

GAZALA; ROMMEL'S FINEST HOUR Driven back by
Operat ion Crus ader Rommel doesn't  wait  to launc h a second
offensive. The Brit ish are swept back to jus t  fi f ty miles  west of
Tobruk  where both sides dig in. Rommel  prepares  for an
offensive whils t  t he Brit ish bui ld a series of  elaborate defences.
Af ter three mont hs  Rommel strikes.  s winging south of  the
Brit ish defences and s mas hing into the Brit ish rear.  Caught
between unbrok en fort ifi cat ions  Rommel has  to wait  unt i l  the
I talian infant ry  c lear a path t hrough the minefi elds .  A very
tough one. Could you do bet ter t han the Brit ish High Com-
mand and stop Rommel at the last minut e?

FIRST ALAMEIN: END OF THE BEGINNING Rommel
decides to s t rike deep into Egypt ins tead of bui ld ing up his
forces for an assault  on Malta.  The Brit ish take advantage of
the Qat tara depression and begin to build up a series of
defences that  cannot  be fl anked.  Rommel orders  his  men on
relent lessly  and they reach El Alamein short ly  af ter the retreat-
ing Brit ish.  Not  wait ing for f resh unit s  to arrive.  Rommel
throws  his  men into a fi nal assault  on El Alamein.  They  fail
and he spends a mont h fi ght ing off Brit ish attacks. Finally
mut ua l  exhaus t ion causes a stale mate.  This  was the last great
mobile desert bat t le.

ALAM EL HALIA: BEGINNING OF THE END - Both
sides wait  for reinforcements  but  German supply  lines  are
under constant  at tack.  Rommel Is in a logist ical war  he can't
win and st rikes before it is  too late. Rommel's  men drive deep
into the Brit ish left  fl ank  but  come across a lateral l ine of
defence based on the Alam El Hata Ridge. The Brit ish refuse to
leave t heir defences and the Germans  have to press home
attack af ter attack. Af ter three days Rommel sees its all over
and orders  the wit hdrawal.  Try  the variant  "Rommel's  Dream"
and see the bat t le unfold the way Rommel wanted it  to.

Mic roprose have been able to incorporate the same combat
system into each of  their Command Series games and yet each
game remains  very dif ferent  f rom the rest. Anot her bril l iant .
well put  together game f rom Mic ropms e that  wil l  keep you and
y our Atari going for weeks. Miss  this  and you' ll have to k ick
yourself !

DECISION IN THE DESERT is available from The
Accessory Shop • check the Accessory Shop section
in this issue
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STAR FIRE &
ZAND'S LABYRINTH
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have been pat ient ly
wai t ing for something

new to arrive ever since the
budget game manuf ac t urers
dropped Atari in favour of
more profi table ventures.  Now
Excel have responded by port -
ing several games f rom their
disk -mags  (reviewed elsewhere
in this  issue) Onto tape.
Star Fire Is basically  a s impl i-

fied vers ion of  the all-t ime-
classic. St ar Raiders.  Needless
to say y our view is a sc rolling
starscape whic h gives the im-
pression you are boldly  going
forth where no man (or

rifle: S T A R  FIRE & ZAND'S
LABYRINTH

Supplier: Ex c el
Price: £ 3
Format  Ca s s e t t e

Rev iewed by Paul Rixon

woman( has gone before. Alter'
tie fi ghters  periodically  t ry  to
at tack your ship but  you can
retaliate by l ining t hem up in
y our s ights and blas t ing them
Into) space dust.  Your laser
has a tendency to overheat  so
you should t ry  not  to miss  too
often! Each fi ghter you destroy
is wort h a specific quant it y  of
points  depending on its  colour
whils t  a *triad' mot hers hip is a
part icularly  valuable target.
The game is played over a
series of  increas ingly  deman-
ding levels and each one has
an associated mi n i mu m score
that  wi l l  permit  you to enter
the next. The catch is that you
have to achieve this  goal be-
fore the fuel expires.
Jus t  in case you t ire of zap-

ping aliens, there's  another
game on the reverse side of
he tape called Zand's  Labyr-

inth.  This  one originates  f rom
Germany  but  isn't  dif fi cult  to
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E x c e l  have come to the
rescue of cassette-
based users  wit h some

terrifi c  games that  have only
recent ly surfaced in the UK.
Unless you're new to the

c omput ing world,  you mus t  be
familiar wit h Tet ris  - t he Rus
s ian-des igned game thai has
enjoyed great success on all
popular micros.  In the basic
game you have to pos it ion de-
scending blocks so that  when
they settle. completely  solid
rows are formed whic h dis-
appear to create space for the
subsequent  layers.
TETRis  3-D takes this  idea
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one step f urt her - ins tead of
v iewing the blocks s ide-on you
fi nd yourself  peering down-
wards  into a deep square hole.
The blocks materialise in f ront
of  you and fall away  towards
the dis tant  base of  the hole.
As before the aim is to man-
oeuvre the blocks in fl ight  so
that  they drop into a neat ly
ordered pos it ion,  leav ing no
gaps on each laver.  I f  you
don't  succeed the pile soon
stacks up towards  you and
leaves insuffi c ient  room for
the next block  to fall.  so the
game mus t  he aborted.
Keyboard or joyst ick cont rols

unders tand as It's based on
one of  the very early  game
concepts. On each level you're
presented wit h a maze and
y our joyst ick manoeuvres  a
snake whose aim is to gobble
up various  goodies pos it ioned
around the screen. As well as
ens uring you obtain these be-
fore the bonus  t imer hits  zero.
you mus t  t ry  not  to collide
wit h y our snake's tail.  Whene-
ver the snake consumes an
item it 's tail becomes longer so
it 's more diffi cult  to avoid.
Eventually  a gate opens at the
base of the screen and you
can s lit her t hrough to the next

can be redefi ned to suit  per-
sonal preference. The graphics
use the highest  resolut ion
available and are therefore
vector-based wit h various
s hading effects to indicate the
dif ferent  layers. The game
seems very s imilar to the
3D-Tet ris  I've seen on PC
machines.  but  I 'm pleased to
say that  the Atari's  graphics
are superior!
CHESS is a s t raight forward

I mplement at ion of  this muc h
s imulated game. I t  inc ludes
more features t han fi rst  seem
apparent ,  and the lack of  in-
s t ruc t ions  means  that  some
experimental key press ing is
required to discover what  they
are! Some examples are edit
mode - enabling you to set the
board however you like - and
automat ic  mode,  whic h in-
s t ructs  the c omput er to play
itself. You can input  moves via
joys t ick  or keyboard cursor
keys - bot h methods  involve
us ing a highlight  c urs or to

level. The game has an opt ion
for two players to take t urns
and there's  a choice of various
sk ill sett ings.
The graphics  and mus ical

effects in Zand's  Laby rinth are
ex t remely  high qualit y  and put
to shame most  commerc ial re-
leases of  the late 1980s.  Star
Fire doesn't  rate far behind -
indeed, both are well con-
structed, addic t ive and enjoy-
able games that  are worth
adding to any arcade collec-
t ion.
If you're a long-suf fering cas-

sette user you s imply  can't
af ford to miss them.

TETRIS 3D & CHESS
point  at  the desired start  and
fi nish pos it ion of  the piece in
quest ion.  The board is dis-
played f rom a birds-eye pers-
pective and the pieces are easy
to dis t inguish.  unl ik e some
other s imulat ions  I could
ment ion.  Chess games are
normal ly  measured by t heir
play ing s t rength but  t he fact is
that  most  people have to dis-
able the computer's  proces-
s ing power in order to have
any chance of  winning!  This
one has eight  levels and
should therefore suit  a
reasonable range of  abilit ies.
Due credit  to Excel for dis t ri-
but ing some more excellent
software.
It mus t  be Chris tmas !

Title:

Supplier
Price:
Format.

TETRIS 3D & CHESS
Excel
£3
Cassette

Rev iewed by Paul Rixon
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THE LAST GUARDIAN
H
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dered what happens
to games that are

supposedly due for release but
then wi thdrawn when the
company concerned pulls out
of the market or  disappears
altogether? The answer is that
they are usually left on the
shelf, qui te literally, and stay
there indefinitely unless an
enterprising individual decides
to purchase the publ ishing
rights. Take as an example
THE LAST GUARDIAN.  which
Tynesoft commissioned just
before they abandoned 8-bit
machines and subsequently
crashed into non-existence!
The exciting news is that

Title:

1  T H E  LAST

GUARDI AN
Supplier Mi c r o Discount
Price S 5 . 9 5 / E 4 . 9 5
Format: Di sk/ cassette

Reviewed by Paul Ri on

ere's another  brand
new game from Micro
Discount resulting

from their  recent acquisition
of the rights to publ ish former
'rynesoft programs. Like The
Last Guardian.  TAGALON
failed to make it to the final
production stage before Tyne-
soft's demise. The game comes
from Ivan Mackintosh who,
you may recall, has been re-
sponsible for excellent Red Rat
titles such as Cmmble's Cri-
sis. As before there is musical
accompaniment from Richard
Munns,  who certainly knows a
thing or two about Pokey!

Micro Discount have tracked
down the rights, reproduced
the artwork and finally
brought The Last Guardian
Into public circulation.
The game is essentially a ver-

tical scroller in a similar vein
to Thunderfox and Mirax
Force. Your  mission is to fly
The Last Guardian space
lighter over an alien warship
and annihi late as many
ground installations and
enemy craft as you can. You
must try to avoid contact with
these nasties or they soon
diminish your  shield strength.
You should also be wary of
radar pylons as these can't be
removed and are deadly if you
fly too close. It's a tad frustrat-
ing as you only have two ships
in reserve and are forced to
restart at the beginning if you
lose them both.  You must
strafe the warship five times
before a mother-ship arrives to
transport you into the next

Tagalon Is an arcade adven-
ture for one or two players,
though it's especially suited to
the latter. The adventure is set
In the village of Tagalon with
its huts,  trees, wells and other
typical village landmarks.
Your  instructions are to col-
lect some marbles (wonder
who's lost them?) and ulti -
mately find a room with a
magic purple bed, which is lo-
cated somewhere in the
depths of a hazardous castle.
As you wander  through the
village you'll meet lots of nasty
characters who seem to be in-
tent on sapping your energy,

quadrant.  At the end of each
r un there's an asteroid belt to
contend with and more waves
of alien aggressors. Each time
you zap one there's a good
chance that a bonus object
will be left in its place. Double
canons and turbo boosters are
obviously worth having but
electromagnets which attract
aliens and instant death anti -
matter  are preferably left
alone!
The Last Guardian is

graphically stunning.  Every-
thing about the game - from
the intro screen to the war-
ship's fittings - has been de-

signed with an eye for detail
and a highly professional fin-
ish. All appears to be clear.
colourful and detailed. It's a
pity that the first stage is so
tricky that less persevering
players may give up before
they sample the treats in store
on higher levels. Sound? Well.
It's not bad at all and you'll
even hear  some digitised
speech at the start of each
session.
This is a bril l iant game and

It's marvellous news that it's
finally seen the light of day. I t
must surely be the highlight of

992!

TAGALON
•-,o it's best to step aside when
you can.  As luck would have
it. there are magic spells lying
on the ground and you can
grab these to invoke some
useful powers. Shields will
briefly protect you from the
baddies whilst a bomb makes
certain they won't come back.
Keys are required once you
enter the castle, since locked
doors abound here.
The single player game is

quite addictive but the game
comes alive in two player
mode, when the screen splits
into two halves giving each
participant an individual  view
of the proceedings. I t then be-
comes a frantic race to obtain
the numer ous spells and mar
bles before the opposition does
likewise! The graphics could
be clearer in places but they
are generally very good. parti -
cularly after you arrive at the
castle. The continuous music
(rather like Jet Set Willy) may

begin to get on your nerves
after a while and a silent op-
tion might have been a good
idea. Not to worry m os t
monitors have a volume con-
trol!
There are not many 'true' two

player games in existence but
this one is the real thing!
Tagalon Is a quality product
and,  above all, is enjoyable to
play, At last the software
drought could be ending and
with sufficient interest from
8-bi t owners, Micro Discount
are all set to release many
more goodies like this. I t's
time to show your apprecia-
tion.

Title:
Supplier
Price:
Format:

TAGALON
Micro Discount
S5.95/54-95
Disk/cassette

Reviewed by Paul PIXOn
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XL/XE UTILITY - - i fNUMBER SORTING
ver s ince I fi rst  bought  an ATARI c omput er many  aeons
ago I have never seen a mac hine code number  sort
rout ine that  can easily  be used wit h BASIC, so I cre-

kited my  own.
It allows  full use of numerical arrays  to store the numbers  to

be sorted. Ot her numeric al or s t ring arrays related to the sort
array  can be moved too. It takes about  3.5 seconds to sort 500
numbers  upwards  or downwards .  The program was  designed
for use wit h ATARI  BASIC and wil l  run wit h any version, I have
not used any  other Basic, but  it  should work  wit h BASIC XL or
XE alt hough the program uses many  page zero locat ions and
other BASIC's may use these memory  locat ions themselves.
The sort ing is achieved by a technique called 'Shell Sort '

where a constant  D is set to half  the total number,  N. to be
sorted. This  div ides the lis t  into two parts  and sorts the top
item of  the top half  with that  at the top of  the bot t om half,  This
cont inues  down the lis t  for N/ 2  t imes  unt i l  the top half  has
been sorted wit h the bot tom half .  D Is dWided in half  and this
div ides the lis t  into 4 halves  and the same procedure as before
applies. This  cont inues  unt i l  D=1 and the list  Is completely
sorted.
The Basic program of  the shell sort  is  shown in Program

USING IN YOUR OWN
PROGRAMS

The sort  ut i l i t y  has been programmed to sit in y our BASIC
program wit hout  y our hav ing to keep t rack of  where the
machine code is located. This  is done us ing a s t ring array  to
store the code and a s imple technique to execute it  us ing the
USR funct ion.
The s t ring variable can be stored us ing the LIST command.

and be incorporated int o any BASIC program us ing the LIST
command.
The sort  ut i l i t y  wil l  be executed by -

A,-LISR(ADIR(SS),UPDOWN,ASCrN"),NUM.ASC("A")A,etc..etc.)

Program 2 creates this  s t ring.  Type this  in and save it  before
running.  us ing SAVE"C:" or SAVE "D: CREATE. BAS
-The program adds some lines when run and this  is the sort
string.
These extra lines mus t  be saved so they can be inc luded into

any BASIC program.  Do this  by LIST "C:".10000.  19999 or LIST
"D: SORT2. Ls r .  1
0 0 0 0 ,
1 9 9 9 9Program 3 shows you how to use the sort ut ilit y .  -
1 P p e  t h i s  i nand save it  before moi l ing .  The sort  s t ring created by program

2 mus t  now be entered for it  to work .  Do this  by ENTER'C: " or
ENTER "D:SORT2.1.,ST'
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A machine code routine
giving lightning speed
number sorting by
Andrew Martin

HOW FAST?
Run the program and see how quick ly  it  sorts numbers .

Change line 10 for a dif ferent  number  of numbers  to sort
(NUM) and change line 20 to sort UP or DOWN (UPDOWN).
All the numbers  to be sorted are stored in the numeric al array

N. any  s ingle character numeric al array  can be used, but  don't
forget to change line 310 accordingly.  This  is the t hird t erm in
the USR func t ion and MUM have the ASC func t ion around it.
Other arrays to be moved according to the sort  array  are

added af ter the sort  array  and number  in the USR func t ion
(term 5 onwards).  The s ingle charac ter array  mus t  be enclosed
around the ASC func t ion and an ident ifi er,  A. added af ter it.
For a numeric al array  A mus t  be 168.  For a s t ring array  A
mus t  be set to the length of  the s t r ing per item and mus t  be
less t han 128.
Atari BASIC'S s t ring arrays are very basic and don't  leave

muc h in the way of  ease of  use. A technique can be used to
al low st rings to be used to a pre-defi ned length.  Program 4
uses a s t ring array  of  12 items wit h a s t ring length of 10
characters  per item. Sect ions of  the s t ring can be output  us ing
a very s imple technique.  Each of  the subs t rings  take up a full
10 characters,  every 10 characters  along the s t ring wit h sap-
ces tak ing up any spare room.  Line 220 uses ? AS(1•10-9.1•9)
to display  the I th item.
If the s t r ing length per item is changed to 20,  t hen the

following changes wil l  be made to program 3.

30 LENGTH=20
220 MS(1°20-19.1
4
'20)The s t ring array  of  line 150 wil l  have to be changed to lake

account  of  the ext ra spacing.

Play around wit h the program to see how it  works  and then
you' ll be able to put  s t ring arrays to bet ter use in your own
programs.  This  wil l al low you to fully  use the numeric al and
s t ring arrays in the sort ut ilit y .
Happy  number  c runching.
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NUMBER SORTING

MO 1  R E M

r s  2  R E M  *

T E 3  R E M  *

UL 4  R E M  *

KO 5  R E M  *

SS 6  R E M  *

M AC H I N E C O D E

N U M BER  S O R T

C R EAT OR  U T I L I T Y

b y  A n d r e w  M a r t i n

mN 7  R E M  *  N E W  A T A R I  U S E R  -  D E C  1 9 9 2  *
mv 8  R E M  * * * * * * * co m m m i- m * * * * * Awww4 m m .m m iAA- KA

No R E M

mG 1 0 0  B Y T E = 7 4 2 : 1 1 N E N 0 = 1 6 0 6 0 : C H R = 1 : P A G E = 0

;L I N E 4 1

EB 1 1 0  D I M  H E X S ( E I Y T E N 2 ) , H $ C 1 0 0 ; , C H R ( 8 Y T E ,

2 )

DB 1 2 0  P O K E  8 2 , 6 1 G R A P H I C S  E l : P O S I T I O N  7 , 6 :

? " M A C H I N (  C O D E  N U M B E R  S O R T  " : P O S I T I O N

1 1 , 7 ; 7  " C R E A T I O N  U T I L I T Y "

SY 1 3 0  P O S I T I O N  9 , 9 : /  " B y  A n d r e w  M a r t i n  I

5 8 9 "

L A 1 3 5  R E M

0 0  1 4 0  R E S T O R E  5 8 8 : F O R  1 = 1  T O  1 5 : R E A D  H S :

H E X S ( I A 1 0 8 - 9 9 ) = H S : N E X T  1 : F O R  I = 1  T O  5 8

0 :N E X T  I

NO 1 4 5  R E M

SV 1 5 8  G R A P H I C S  8 : P O S I T I O N  0 , 2

AU i b e  I = L : F O R  H I  T O  B Y T E N 2  S T E P  2

KB 1 7 8  M I = R S C C H E X S C H , H 1 1 :H 2 = A S C ( H E X $ ( 1 1 + 1 ,

M e l ) )

PD 1 8 0  H 1 = H 1 - ( 4 8 * ( H 1 ( 6 5 ) + 5 5 * ( H 1 ) 6 4 ) ) : 0 1 2 = H

2 - ( 4 8 * ( 1 1 2
,
( 6 5 1 + 5 5 * C
H 2 ) 6 4 ) ) :
1 1 = N I A I 6
4
H 2

T E 1 9 •  I F  ( 1 1 ) 2 6  A N D  8 ( 3 2 )  O R  ( 8 ) 1 2 4  A N D  B

< 1 2 8 )  O R  ( 0 ) 1 5 4  A N D  8 ( 1 6 8 1  O R  8 ) 2 5 3  O R

B=3 4  T H E N  G 0 5 1 1 8  3 3 0

PG 2 0 8  I F  P A G E = 0  ' M E N  G O S U B  3 0 0

JT  2 1 0  /  C H R S ( B ) ;

CO 2 2 8  P A G E = P A G E e l : I F  P A 6 E = 9 8  ' T H E N  c H R 5

( 3 4 ) : P A G E = 0 : L I N E = L I N E e 1 : I F  L I N E / D = I N T (

L I N E / 6 )  T H E N  G O S I o n  3 6 0

Z T  2 3 0  I = I e l : N E X T  H : I F  P A 6 E 0 0  I H E N  ?  C H R

$( 3 4 )

UL 2 4 8  G O S U B  3 6 0

CM 2 4 5  R E M

Z X 2 6 0  P A G E = 8 : F O R  1 =1 1  T O  C H R
-
1OG 2 7 8  I F  P A G E = 8  T H E N  P A 6 E = 1 : 7  L I N E N 0 e L I N

E 4 1 ; "  " ;

ZO 2 8 8  C = C H R ( I . 1 ) : ?  " 5 1 ( C , C ) = C H R S

( " ; C N R C I , 2 1 : " ) : " ;

SIC 2 8 5  I F  1 / 5 = I N T C l / 5 )  T H E N  P A G E = 0 : L I N E = 1
n .

KD 2 / 0  N E X T  / : ?  " e  " : G O S U B  3 5 0

GT 2 9 5  P O S I T I O N  2 , 5 : ?  " S A V E  T H E  D A T A  M E T E

R L I N E  1 8 0 0 0  T O  D I S K  O R  T A P E  U S

I N G

EC) 7 , 6  P O S I T I O N  6 , 8 :
,  " L I S T " ; C H R
$ C 3 4 ) ; " C :" ; C H R S ( 3 4 ) : " . 1 0 0 0 0 , 1 9 9 9 9 "

NC  2 9 7  P O S I T I O N  6 , 9 :
,  " L /
S T " ; C H R S ( 3 4 )
; " D :

5 0 R 1 2 . L S T " ; C H R S ( 3 4 ) ; " , 1 1 1 0 0 8 , 1 9 9 9 9 "

ZR 2 9 8  P O S I T I O N  1 , 1 1 . 1 ?  " T H E N  US E  T H E  E N TE
R C O M M AN D  T O  R E T R I E V E  T H E  S O R T  U T I L / T

Y I N T O  Y O U R  P R O G R AM "

PK 2 9 9  E N D

R EAD  I N  H E M  D A T A  T O  H E X

V A R I A B L E

C R EAT E U N D  S A L V A B L E  C H I C ' S

SL  3 0 0  A L I N E . I . 9 8 - 1 : I F  A L I N E > B Y T E  T H E N  A L

I N E 7 B Y T E

NV 3 1 8  L I N E N O e L I N E ; "  s S C " ; I ; " , " ; A L I N E ; "

) = " ; C H R $ ( 3 4 ) ;

7 0  3 2 0  R E T U R N

BR 3 3 0  C H R ( C H R , 1 ) = I : C H R C C H R , 2 1 = 8

RC 3 4 0  B = 3 2 1 C H R = C H R e 1

Z J 3 5 0  R E T U R N

RE 3 6 0  P O S I T I O N  0 , 2 2 : /  " P O K E  8 4 2 , 1 2 : C O N T "

MU 3 7 0  P O S I T I O N  0 , 0 : P O K E  8 4 2 , 1 3 : 5 T O P

TD 3 8 0  G R A P H I C S  0 : P O S I T I O N  0 , 2

ZR 3 9 8  R E T U R N

C I  5 0 0  R E M  7 4 2  B Y T E S  O F  M A C H I N E  C O D E  S T A R

T I N G  F R O M  M E m n R Y  L O C A T I O N  2 5 6 0 0  O N W AR D

5
I N  5 1 0  D A T A  6 8 8 5 0 F 1 8 4 5 D 4 6 9 3 3 8 5 C D A 5 0 5 6 9 8 7
8 5CIE6e6e1e e 7 A 9 1 7 3 0 2 e 6 1 8 9 0 0 4 4 9 0 E O 2 7

0 0 8
e e
,

1 C 0 0 0 0 3 8 0 / I C D A 0 0 1 A 2 0 0 C 8 C 8 6 8 6 8 9
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8 9 5 D D E 8 E 8 F 8 E 0 C 4 D F D O E 1 8 6 D C A 5 8 2 8 5 C D A
5 8 3 85 C E 0 0 0 0 8 4 0 0 8 4 D F 0 2 0 2 1 1 1 C D D S D C F 8 1 4 E
8V I  5 3 8  D A 1 A  E 8 E 8 E 8 E 4 D C 3 0 F 2 8 1 . C D F 0 7 8 C 8 8 8 1

0
F er b e f o 0 E 4 C 8 c o e s e c l 0 0 0 E l l e l c o l m e w i e r e e c e

er s c E nni C oe s upo4 D e o4 E 6 D oe s oF/ S O c e e
On 5 4 0  D A T A  D 4 A 5 8 6 0 5 C D A 5 8 7 8 5 C E A 0 0 8 A 2 8 1 9
8
A 0 0 1 D I C 0 0 0 3 F A 8 4 8 D 5 0 0 F 0 I 8 E 8 E 0 E 8 E 8 E 4 8 C

3 8 1
3 1 0 1 1 9 8 8 6 5 C D O 5 C D 1
1
0 0 2 E 6 C E C 6 D 0 D 0
1 - 0 2 1

E J  5 5 0  D A T A  A5 8 C 9 5 D E A5 8 D 9 5 D F O 4 D 9 A0 0 3 1 5 1 C D
4 O B O B I C D A 4 D 9 1 8 7 5 D E 9 5 D E D B 7 5 0 F 9 5 D F

1 8 9 0
c F Ab c B A 4 C C F O O C 9 8 4 4 4 0 8 A 6 A A A 9 8 0 0 F
8
O A D OEU  5 6 8  D A T A  0 6 0 6 C 8 C 0 8 A 2 9 F E 0 5 0 8 A 9 0 0 8 5 1 C 8 5

1 D8 5 I E 8 5 1 F 8 5 D 2 8 5 D I A 5 E 0 8 5 C E 8 5 D 0 A 5 D F 8
5
c D
8

5 c r e 4 D B A 5 C I F I 8 6 S e 6 e 5 c r 9 8 0 2 E b e e A
5
I E

JE  5 7 0  D A T A  1 8 6 9 0 6 8 5 1 ( 9 0 0 2 E 6 1 F 8 8 D O E 7 A 5 0 0 F
O3 D A6 D C E 8 0 0 0 5 8 9 D C 0 0 3 0 2 8 1 3 9 D E 0 0 9 5 0 0 9 5 D F 8

9 D E0 0 1 1 5 D C 9 5 D E0 5 D 8 4 8 1 5 5 D E1 8 7 9 D C 0 0 9
5

J T  5 8 0  D A T A  D E 9 0 8 2 F 6 D F G 8 3 8 E 9 0 1 D O E D F 0 8 7
0 0 9 6 E 8 E 8 E 8 E 8 C e C e C e C e i c 4 0 4 c 3 e C 8 A 2 0 e F e 3

6
A s o A F
0 3 2 8 6 9 3 0 6 D C E 8 A0 0 5 1 5 9 D C 0 0 3 0 1 C 8 S D C
1 8YK 5 9 0  D A T A  7 9 D C 0 0 9 5 0 C 9 0 0 2 E 6 D D B 5 D E 1 8

7 9
D L
0

0 9 5 D E 9 8 0 2 F 6 D F E O E B E 8 E 8 C 8 C 8 C 8 C
0
c
4
D C
3 9
D
7 0

6 9 3 E 8 D 0 0 2 E 6 D I A 5 C D 1 8 6 9 8 6 8 5 C D
9 8 0 8
E
6

OF 6 0 0  D A T A  C E 0 8 0 4 0 0 8 6 0 8 0 2 A 5 1 G 1 6 6 9 0 6 0 5 1 c 9

0 0 2 E 6 I D A 5 C F 1 8 6 9 0 6 8 5 C F 9 0 0 2 E A D 0 A 5 1 E 1 8
6 9
A6 6 5 1 E 9 0 0 2 E 6 1 f 0 0 0 0 1 3 1 C D 3 0 0 A D 0 1 4 1
1 1
C FYR  6 1 0  D A T A  F 0 4 6 3 0 3 C 1 8 3 ? B 1 C F 1 0 3 3 D I C D F 0

2 5 1 0 2 D B O Z E B 1 C F 3 0 2 A F 8 2 8 D I C D 1
-
0 0 4 1 5 0 1 F 9 0 2
0 4 0 0

I B I C D D I C F F 0 0 4 0 0 1 6 9 0 1 1 C 8 C 0 0 6 1 ) 0 E 1 F 0

/14 6 2 8  D A T A  1 5 0 0 8 1 1 3 1 C D D I C F F 0 0 8 9 0 0 3 1 8 9 0 7 3 1

8 9 0 0 BC 8 C 8 0 6 0 0 L D F 0 6 9 D 0 8 5 D 8 8 b A4 D C C 8 8 4 D
3
A0 0 7 8 4 0 9 0 0 6 4 0 4 A5 C 0 6 5 D 5 A5 C E 0 5 0 6 0 5 C F

DG 6 3 0  D A T A  8 5 D 7 A 5 0 0 8 5 D 8 A 0 0 0 B 1 D 5 4 8 0 1 D 7 9 1 D

5 6 8 9 1 D 7 C 0 C 4 D 4 D 8 F 1 A4 D 9 C 4 D C 1 0 2 E 8 9 0 0 8 8 1 0
49 8 9 D C 0 6 4 8 1 8 6 5 1 C 8 5 D 5 B9 D 0 8 0 6 5 1 D 8 5 D
6XM  6 4 8  D A T A  6 6 1 8 6 5 1 E 8 5 1 ) 7 B 9 D D 0 0 6 5 1 F 8 S D B A 9 0

6 8 5 0 4 C 8 C 8 C 8 C 8 8 4 D 9 D 0 6 6 A/ 0 1 8 5 D 2 3 8 A5 C 8 E 5 D

B O S D 3 A 5 C C E 9 8 4 1 E 4 D 3 D 0 8 8 C 5 0 I 0 8 8 4
0 5
D
2

EV 6 5 0  D A T A  D 0 8 2 4 6 0 0 0 0 F A 6 0 8 6 9 3 0 6 D 3 0 5 D C
8 5 0 5 8 5 D D 8 5 D 6 8 5 D E 8 5 D 7 n 5 D F 8 5 D 8 E 8 E B E 8 U

1 1 8 6
D
3 4

6 9 3 1 3 1 0 8 0 8 8 5 8 4 1 5 0 8 5  •
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contact contact „. contact contact
FOR SALE

XL S Y S TE M : BeeTX!.. 1 0 5 0  cask
drive a l l  leaces. Mini Offi ce 11, venous
games Inc Colossus  Chess 3 J ewels
of Darkness. E100 Te l . 0666 502939

XL H A R D WA R E ; 800XL Inew board
and chips ' E 35, 1050 disk dr ive, £40;
1010 recorder, E20, Trak -bell. E5, ICD
Printer Connection. E15 A l l  vgc ar id
including cables and manuals P r int
Shop and Page 6 disks, E20, Logo
ROM. E IS , P lanetar ium Music Pain-
her, Firs t XLENT word processor. Mini
E n g
,  
I I .  
£
5  
S
e
t
h
;  
F
i
r
e
r  
S
t
e
p
s  
M
r

M en My Firs t A lphabet Maxwell's
Denver. C3 each. Paornan. E2, Ober t,
Donkey Kong Jr Balibliszer E lek trag-
lerie all at C4 each. S'AMS Atari Prog-
rammers Reference Guide. E l , marry
Page 6 Library Disk and 65 assoned
magaziees. mostly A gr i  User 'Page 6
but with * g e e  Ante, Analog and
Monitor A l l  lor  sale individually or
1 2
1
5 0  
t
h
e  
l
o
t  
r
e
c
.  
p
&
p
.  
P
h
o
n
e  
0
7
4
2

581605 eveniegs or weekends

XL SYSTEM: 900XL 1e50 diet;
drive. 1010 tape deck. lots  or sollware
on tape. disk and Ron
-
. i n c .  
I t a r e a d i r a
,

Macro Assernbta plus becks and
magazines E 120 Tel . 0502 588499

HA RDWA RE : 800XL pies  1050
g iv e  als o Man User. 'nags  and a
faulTy 8COXL E 7 0  Te l  021  744 3602,
Buyer collects or  pays costage

XL S Y S TE M : 800X1 and 1050 dish
e w e  a t  In good working order and
complete with all leads etc  Offe r  in-
cludes large ainCitint ol Page 6 and
Atari User magazines, several books
and software S e e  1027 printer
icemen in  as  is  only suitable tar
spares
- 
[ 1 5
0  
o
n  
a  
T
e
l
.  
T
r
v
e
r i
o
n

10884) 256489 alter  7pm

DISK  DRIV E : 1050 diek dnve with
US Doubler , leads  and manual & w e t
collects, E75 Te l  0506  413626

GE RM A N: Loogrnan Conversational
uerrnan tapes  cempatible with XLIXE
These are a superb educational aid,
ideal eseecially tor a GCSE s tudent
E l l  Inc  e l l e  P hone 0782 516200

XL S Y S TE M : 800XL. 10506'3k
enve, 1027 o n e * ,  with all manuals
and lear te plus two joysticks and soft-
ware we M ini  ° I k e  II M a d e r
-
t y p e ,
Atareiveger. VeiCalc. and Bookkeeper
inth numencal pad, Ail in very good
rendition let original 'ewes  E 2 0 0
, n  o  B e y e r  C0 1 1 e ilt P h o n e  Ch O p ta
an 081 574 8451 alter  r em

XL S Y S TE M : 800X1. 1050 disk
.erive IC O printer M a l e c * .  Mini Offi ce
11 P lanetar ium E 100 B ey er  collects
or pays pos tage Te l  0642  476877
.isir for  Phil.

HARDWARE CLEAR OUT:
psu. cable. sottwore. £95;

.
1
.
2
0
X
E
,  
p
s
u
,  
c
a
b
l
e
.  
s
o
t
h
v
a
r
e 
C
7
0
:

•
1
-
5
6
X
L
.  
p
s
u
,  
c
a
b
l
e
.  
s
o
f
t
w
a
r
e 
E
5
0
.

Plus other bits  rond pieces - 5 0 6 0
romsettee. E35 AN inausere ol peke
.ige C o n e d  Mark on 0752 344650 or
send s a e b r  Puler lis t to M.G. Rice,
29 Copse Read. Plymouth, Devon
PL7 3P2

XE S Y S TE M : 130XE. 1050 disk
terve. choice of Epson L0800 24 pin
printer or  Star LC10 9 pin pr inter  inc
,
n
t
e
r
t
a
c
e
.  
t
o
y
s
t
i
c
k
s
.  
t
o
u
c
h 
t
a
b

lei a l l  boxed with manuals and leads
Software Inc wor d  proceseors,
spreadsheets t a d  edgers. simulators,
kits ot parries etc  Clas ac s  such a s
Pacman and Missile Command. P en
ty ot reference books, manuals ar id
magazines E 250 n e ,  Tel 0635
8635421Berkshiret

S OFTWA RE : 8-bit eollware - 100
plus lees  on disk and caeselte A l l
eriginals bo r ed  wrth lull ettr uc hons
CAIS old A lan User maps. Send sae to
M Fenwice. 55 Br idge Street, l ong
Eaton Nottingham , NGIO 40S  or  lel
'06021 720597

v A HIOUS , 65XE upgraded to
raeX E. 1050 as k  dr ive, all pawer
packs ar id leads. 50 disks well
aPProa- 500 games-elegies. E160 plus
postage: Page 6 Issue desks 18. 23_
24_ 37. 39 to 55 120 in a le  C20 inc.
po ttage  Page 6 Library disks 6, 13,
19, 21, 22, 24. 26. 28, 29. 32. 33. 36.
37. 40, 8e, 130XE. 24. 25, e l  each
plus postage A tanWnter  Plus, C5 pies
Postage. J . Simpson, 10 Ballot Hill
crescent, Bilsborrow. Nr . Preston,
Lancashire, PR3 COIX Te l . 0995
40178

ST S Y S TE M : 520STE with games.
edges . Cord processor. database.
GFA Basic. assembler. rayeace.
STOS Basic, S T Base, books rnaga •
rifl es, cover  disks leads  and mouse
etc. B or ed and still guaranteed On ly
(2136. Wr i te to D. Rathod, 22, itiettall
Street. Preston. I ancs P RI 4RB

M A GA ZINE S : A lan User Vol. 2  com-
plete Vol 3  missing no. 11 and Vol 4
missing no. 3, CS, Buyer collects or
pays postage Te l  M i l y  on 10642)
477492

130XE S Y S TE M : 130XE. 1050 desk
drive. 1029 printer, all still tier ed iveh
manuals Ov er  70 plus disks. inc 6 0
games. two lockable disk boxes, Mini
Offi ce II. A tanWree, Plus and P r od
reader, VisiCalc, Turbo Basic. Plane-
tarium. S  A M  and  many more be-
sides. A l  Atari User magazines. scene
New Man User dee% A l l  for  only
E250 Ca l l  0344 775802 foe tenter
into/matron

XE S Y S TE M : 65XF. X e l l t Data Re-
corder sell boned. tyre remote contra
toySticlis. 70 cassettes of games and
Wadies m any  of them te a  genre c en t
pendnens £100. Tel  0344  775802

XL S Y S TE M : 800XL, 1050 disk
drive. 1010 recorder, a t  leads ar id
usual manuals Gar nes  on cartr idge
diak and tape. spare disks. E I DO plus
pep. P D . Tr a fted . 65 H e r n e
-
e r e
Road. Kasen:leen Ros s endaleB B 4
4BW Te l  0706  220609 8 0 0  and 822
printer also available tor  spir es .

X L S Y S TE M : 800XL 1 0 5 0  cask
&Pee. D a r k ene r , paystick, loads of
games on tape and as k  inc. Mercer ,
cry and DOS  3 and programming
bores. maneats andenags. A ll leadn
included. E180 o.n 0 Te l  021 745
4 4
3
7  
1
,
B
i
n
n
i
n
g
r i
a
r
r
e
,  
B
u
y
e
r  
c
o
l
l
e
c
t
s
,

X L S Y S TE M : 800XL, 1050 del i
drive 1010  data recorder, all vgC A l l
bored with instructions ( 1 2 0  o n e
plus pos tage !Cr buyer collects).
Touch Tablet with Atari Artist ROM,
Weed. ( '25 o no . Tel. 0243 827420
'Bognor Regis)  alter  Epm

XL S Y S TE M : w o n ,  1010 recorder
(needs s light attention) , all leads and
rnieuals  included. E25. Phone Jamie
on 0296 75381

XL S Y S TE M : 800XL, 1050 drive,
1010 datac iader , joystick. manuals,
books Trarscesk dis k  games inc
FS2. A lternate Reakty, H e e l
-
A k e r s
Guide Th e  Pawn and load more tape
gam e' . cartr idges E 170 On a Te l
Mad Max on 051 639 1141

HARM:SOFTWARE; Two 800XL
ke yb o ard s t w o  p su s .  t wo  lOyShOltS.
two I V  teals , three cassette leads.
One K ep le r , leads or cassette games.
five other  programs M us t sell E 75
the Ice Wi l l  split, reasonable cakes
only
. 
C
a
n  
d
e
n
i
e
r  
l
o
c
a
l
l
y
.  
o
t
h
e
r
w
i
s
e

buyer collects or pays  postage Te l
John 091 2
1
5 e  
4 1 3 4
XL SYSTEM:900XL 1050 ask
drive 1029  printer m anuals , bared.
vgc Assembler  Editor cartr idge. De
He Atar i, games saftware. disk. E150
o.n.o Te l . (02721421977 iBeistel)

ST S Y S TE M ; 520STEM upgraded
web 72Cir dmk dr ive and 2.5leti  RAM.
new reouse, 201ab Hard Drive e e l
Real Time Clods IC .leads  and soft-
ware. E450 o n o. Phoee Chris on
0268 412406

XL S Y S TE M : 800X1_, 1010 data Re
corder. 1050 gene XF5511 dr ive. 2600
J oy ek k . 1027 printer. 1029 printer
with 4-Font ' r eeds  attention) . Xelec
Graph./ X T c ab* : Inter lace for  para-
llel pr inters, bundled software t o r
details) - all complete Oi ler s  trom
E X * . carnage er tra A l l  Atar i Geer
magazines, except two issues.
Otters? Call Ted On Brighton (0273)
772213

WANTED
ROM S : Crimebuster, Cross tow,
SparlaDos X and M A C
1
6 5  
C a r t r i d g e ,

ter w i t h  instruction manuals,
also itestructon manuals Ice Dervernon
XI_ Jots- .. 51 Mays lon S t Eas t Hawth-
orn V i c  3123, Australia

POWER SUPPLY: 1050 ask awe
power supply wanted, aleo intormereon
on coeinectieg a hard drive to 130XE.
Contact Peter  on 0203 691392

HE LP : Any into or  M ar k le:ins  on
GRAPHIX A T pr inter inter lace also
printer dowers require a 'tilde' which is
ASCII 126 but not the same as  ATAS
Cli 126 Dees  anyone know it it can
toe generated and used in a driver
within 1st XL ENT word processor '
Frnally. my disk copy of l s t /gent Wei
does is  corrupted. Can anyone its  rise
have a spare pleas e'  John Bunting
Tot. Weds or  °e w e  Wineeneonh.
Chinter tek t, 342 610 . Tel ( 0246t
238187

M A GA ZINE S : I am loolevg tar  Atar i
Us es  and Page 6 and all the others.
Send your pece lis t Inc . pc er ageile
DELELIS Chnslian, 321 Rue Leon
Blum. 62232 Annezeo, France

P L65: PL65 with manual etc . The
progam  was developed by Noateol t
a while back. Will pay top price. Wr ite
to Nir  nervy . P . 0 ,  Box 6002. A rco.
Israel 24720. Tel 9724710062

CARTRIDGE S : Arty XUXE car-
eer:Igen. any  tele, boxed, unbolted wrth
or without instructions Te l . (06021
720597 Or w e e  to IA Fenwice,55
& lege Street Long  Eaton Hoene-
ham NG10 4 0 8

V A RIOUS : 1050 service m enial .
850 service manual and instruction
book A tar i  Tech Rel . Notee Electro-
nic Computer  Protects, 101 Tips  ar id
Trees tor  Atar i Computers M ationg
The A lan, De Re Alan. Analog Corn
pendium. 4130ll00 Disk Guide, Issues
20. 21, 23. 25. 26. 27, 28 of Pape 6
and issues 10,11.12,14.17.19 of Moni-
tor Dis k  far  Superscr ipt. caner:gip tor
MAC.S5 Toolke touch tablet. Leader-
board, Colossus Chess IV, Trakball.
1010 recorder. Graphic A T or  Otter
printer inter face. S o w  Archiver 11 and
Centr al ia Card PP1311IXE t, Acorn
Electron Us er s  Har cbookFlet. menu.
at Wi l l  tery Or exchange TV / Radio'
electrical service mnnuals and books
Write for  Last s lating what you have. R.
McGrath 4 1  Belvedere Place. Dublin
1. Eire

M A GA ZINE S : Page 6 issues 110 12
plus issue 15. Geed pr im  and post-
age paid. Could also swap for  A lan
Use
, 
V
o l
.  
,  
N
o  
8
.
9
.  
1
0
.  
I
i
.  
1
2
,  
V
o
l

2 No 1 .  3. 7  or Page 6 'es te 17, 19
find 23 P leas e w e e  to John van der
Spoel. Groenestein I .  3334 CO 2
-
w i -
' We e k .  The Netherlarels

A DV E NTURE S , I desperately r eed
Zoe* II, Dear ilire, Spellbreaker. P lane
Flak Me:miner  or Wishbr inger. It you
have any ot these and would like lo
exchange thorn for  Stationlall. Lurking
Horror. Cultbroats  or other  adven-
tures, plear e contact Mark Stetson. 7
Arlesece Lane. A des
-
Ion . 
W e l l i n o t o n
.

Terford TIFI 2 t T  Te l  0952  641380

DISK  DRIV E : 1050 disk drive Or
F551 w a i te d  with DOS. urgent. No

cash b i t  swap Sord ICGLik 45 corn-
putter with two p o g r a m e n g  tan-
guageo, Falac  spreadsheet cartr idges
and other v i ftwar e Te l  081  533 3774

WA NTE D, Dennis  Through The
looleng ( Dr ink egl i  Glass  On tape or
di5X P leas e wr ite with price J ohn
Liever, 185 Rosehill Cour t S al ted,
M6 5LE A ls o wanted &fl oat docs for
'Resorts a n d  any versions over  2 0
ot this  program

V A RIOUS : Manual tor  Epeon FX 80.
printer or  copy: ailernale Reality '  City
ar dor  Dur geon on dials, will pay  or
erc liange for  other  softeare N e t
Worth IScar teraegh System Home
Marley Manager1i. r eader  disk re-
quired, ease Biorhythms 1APX i On cas-
sette ca disk: 1( 50 disk drive in work
ma order with leads at a reasorobier
pegs P leas e phone Tarry on Dublin
6241754 or wr ite to T M cGuineax . e5
Hik r es t Drive L i c a r i , County Dublin,
Ireland

A TA RI US E R: Copy  of March 1947
Atari User along with parts 1 and 201
the Speech Synthesiser Ir on Len
Goldeg horn around the same date,
would be very happy it anyone can
help I  wril pay generously. Call Mr K .
Brooks on !Eastbourne)  0323 761824

S OFTWA R E : I want to buy a disk,
drive M apping The Atar i. Assembler
Edger cailr ldge and a program to de
velop aclion garrets A ls o want Druid,
Basil The Great Mouse Delec tee.
Fred. Rampage. Leadeboar d. De
m an ot The Undead, Star  Wars.
Screaming Wings  M oenLen Bike
Sim J o e  Blade II, Cygnus X I.  Bore
derdash IV  Construction K it, wr o
Dares Wins  II
, 
S p i n c e
z z y .  
A r n a
r o u t
e .

Hawkquest tall on caseate)  P leas e
wee  to Jose Pereira. Rua Da Born.
bards. 21 1  -Esq.. 1100 Lisboa,
Peeuna

PENPALS/HELP
THE CITY HAS FALLEN!: Bill
where has it gone '  Formerly on 021
321 1610  we were us ing it regularly
when r i loSt upped and w ee
, W eknow it awes tor  sale but vree a t
queedit and - more importantly  - is  it
le operation yet and whatS the sues-
a-mundo on the new n o , o  Th e s e
questions m od  answer ing, Sebastian
and Maggie, lorrner resident and
citizen respectively I ts  S a t still cee
ther e /
,
)A US TRA LIA ; Are there any  Austra
len Atar i XL or  XE users le ft'  I want
contact with you to chat, wr i te swap
or lus t to know you're still out there
lan Reohrne. 2, Laughan Avenue,
Nunawading V ic  3131. Australia

FUTURA : Send fl ow tor ere latest
issue Futur e  is  packed tug with in-
lee:s ting articles amid top quality  prog-
rams tor  art 8 betas . Pr ice er only
El 95  an as k  Or E3 95 pr inted copy.'
cassette S end  to. S I  Mur ray . 71
Walker Road. Tor y , Aberdeen. A B I
301 S c otland (Please make cheques
payable lOS J  M er r ay t

B S S : BECOTEL the biggest 'non
commercial X L IIE L Y N X  BBS
Europe Wi th  over  4 Megabyte free
download and international nem-so
With Gerniany. Canada and the u s e
Online every day horn 5 pm arilil 5are
'GMT.' 3 0 1 3
,
1 2 0 0 1 2 0 0  
7 5 7 4
0 0  
b a
u d .

Call nowl Holland •  31-20-6326859

HE LP : Who knows It FRED from
Zeppelin can be tr andened with
Transchsk ar id i t so how
, P l e a s e  
w r i t e
me. Fred Meier , Nachlegaareteat 29,
2922VL leir npr e ad lis-sel The
Nether la
,
c fs

DATACORDER: XCl2 ri.earora-
wanted. E . Slattery, Suntrnerdain
Lawn Y ier g l ,ti . Ireland

P ORTS M OUTH: Is  anyone ' M a e
led in setting r ip an Alan 13•b l  user
group in the Portsmouth ar eal  11 vc.
would like to take a more active role
in keeping the Atari e ine please r ing
Neil Tayfor  on I0705t 59e242

IRE LA ND, A ttention Ir ish 8 bit users
ti you ear !'  to keep the 8-bit alive in
Ireland send for  details  or newsletter
la R  P aden. 54. Am! Milian Crescent
& r a tio  Estate, NeWICionards C o
Down

X L/X E  P E NP A LS ; I olonl eat In c
,but I m Frencht g o t  a 130XE
two 1050's . I'm sure that you have
some great old lar d nee ' )  garners to
swap with mei land hies , epe etc 1 S o
write to r te , Wr ite to DELELIS, Chr is t
lan. 321 Rue Leon Blum 62232 Anne,
zin. Fr am e

US E R GR OU P : For  tape users
send s e e  to  A  Gibey . 1 Eastbroo•
Ave Dagenham  Essex  RNIO 7U1

E NGLIS H P A LS : M y  8-bit cassette
users wore in England M e  want to
S wap  g arn e S. twi t s ,  tatpS, i n ap t  SIC
wetly lo Nicky Bases, 2090 Har lesde
,Road, Wil lesden Londe., NIV IO IS O

se Rfous PENPAL: XL owner
wan% Oentaa tu exchange serous
software (WP S etc. i a r e  also garees
teal  or disk W e e  to Bryn Thema&
I I  Woodford Avenve, ReMSgatt,
K ee C1126RF

DEAD HARDWARE; Any dead
hardware or spares verged C o r k e r
M ae on 0752 344650 or send sae ler
killer hst to M G. Rice. 29 Copse
Howl, Plymeuth. Devon P17 31'7

STOS USER: I am an ST owner
currently us ing STOS to create
games Has  anyone out there got ae •
listings leen Peter  Hickman s STOS
Colum n
, I  
w i l l  
p a
y  
1
0 i  
p h
o t
o c
o p
i e
s

required P leas e w e e  to DesMond
TaronStin• Peacehaven. Love Lane,
Brolungton, Devoe 1012  &PT Of tel
(06261821 3.9 1

C ON TA C T: I own a 65XE. 800XL
and a 1050 disk drive We i  Doubler  1
and I am looking for  contacts with
Similar set up. Lam Interested in
adventures and RPG s but I also
entey other types ot software also
We e  to Jeffrey M Fos ter  5 7  Ripley
Close. S a i led  MS 4BY

HE LP : Does  anyone know how the
LAN K  menu stores the length of hiss
On its  m enu
- , I f  
y o u  
g e l  
a  
d i r e
c t o r
y

using Menu Creator  then i t gives s ee
Sectors and lengths yet only seems te
read the Menu par t M y  help apprise
ated J ohn Levee, 185 Rosehill Coa l
S allee, Me S IE

P E NP A LS : I would like to hear to r n
any 8-be Owners l a w , ,  a  130XE.
1050 and 1027 A l l  letters  answered
Write to Adrian Graves 3 2  Ingmire
Road. Eas telle, & m eg BS5 6XD

NEW ATARI GROUP: Enthusiastic
Alanare amperately  seeking help to
form an Mar i 8  bit User Group. It
woad be much appreciated 4 an ex-
perienced group organiser could steer
us the r ape, W e  went to ageeve
many goals. but as with every thirg
ette we need to build some s tieng
Paces P leas e wr ite A l l  letters
answered A . Thompson, 135 Hentlys
Way, S t D e i s . Cwmbran Gw e n t
NP44 7NF

CONTACT i s  F R E E  o f  •  g o -  a n d  m a y b e  use d  b y  a n y
ge nuine  A ta r i  e n th a s i • l u  I n t  c o n ta c t i n g  o th e r  owne r s .  A n y
notic e  m a y  be  i n c l u d e d  e x c e pt th o s e  o ffe r i n g  s o ftwa r e  o n l y
For male e x  e x c h a n g e  o r  th o s e  o ffe r i n g  I te m s  t a t  s a le  c om -
m e r c ia l ly .  T h e  E d i to r  r e s e r v e s  th e  r i g h t  t o  o m i t  o t  e d i t  a r ty
n o ti c e  r e c e iv e d a t  h i s  d is c r e s ion.  I f  s pa c e  i s  t i g h t
:  n o t i c e .m a y  b e  s h o r te n e d  a n d  a ddr e a s e s  m a y  be  o m i t t e d  w i t h  o n l y
te l e p h o n e  n u m b e r s  tw i n e  p u b l i s h e d .
S e n d  y o u r  C O N T A C T  n o t i c e  t o  C O N T A C T .  P A G E  6 .  P . O .

B ox  5 4 .  S ta f fo r d .  S T  I S  1D a t_  P le a s e  w r i t e  y o u r  n o t i c e  o n
a s e p a r a te  s h e e t  o f  p a p e r .  n o t  a le  p e r t  o f  a  l e t t e r .

FOR SALE WANTED P E N  PALS A D V I C E  H E L P
New Atari Uifti i!,sue 59 3 1
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•JeLBOMBS CLEARED 1

,Lceeeeee
ges ssem s s ss

e o .  N O 0 0  g  g g by
Eric
Liddell

You have  probably seen  Ha r r y  a round before b u t  t h is  t im e  h e  h a s  some n e w
adventures for you to enjoy and, perhaps, h is listing wi l l  show you how you can write
similar programs o f  your own.
Fresh from his adventures in  the mushroom garden where he proved himself  admir-

ably good at clearing up, Har ry The Snake has taken a job at a local warehouse. The
owner o f  the warehouse, Rich Richard, has many powerful enemies who keep trying
to break into the warehouse which is Why he has employed Harry to guard it  for him
at night.
One night. wh i le  Harry was slithering around the packing crates humming a  snakey

little tune to himself  to pass the time, one o f  Rich Richard's enemies started to throw
bombs through an open window in  an  attempt to  sabotage the warehouse. Your  job
is to guide Harry around the warehouse defusing the bombs. This all sounds very easy
but there is one small problem. Ham )  has grown quite a  lot from all the mushrooms
he ate while in the garden and is now very, very long. You must be very careful when
slithering around the packing crates not to trap yourself in a dead end because i f  Harry
touches h is  own  body the game is over and Har ry is  sacked.
When a bomb has been successfully defused another is thrown through the window

to land in Cl different part o f  the warehouse. You must continue to guide Harry around
the warehouse to  deli ise the bombs fo r  as long as  possible. To  guide Har ry use a

joyst ick in port one. The number of bombs defused is shown at the bottom of the screen
underneath the game screen.
Happy guarding and  watch  those bombs!
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SNAKEY
CS
YX
ZO
SF

11/

MR

3 7 0  P O K E  0 1 9 , 7 1 : P O K E  0 2 0 , 7 1 : P O K E  8 2 1 , 7
1 :PO I C E 0 2 2 , 7 1 : P O K E  8 2 3 , 7 1 : P O K E  8 2 4 , 7 1 :
PO KE 8 2 5 , 7 1 : P O K E  8 2 6 , 7 1 : P O K E  0 2 7 , 7 1
3 8 0  P O K E  0 2 8 , 7 1 : P O K E  0 2 9 , 7 1 : P O K E  0 3 0 , 7

1 R E M    •
7 R E M  U  S N A K E Y  I I
3 R E M  ST 0 9  R i c k  L i d e i l
4 R E M  N

P5 5 R E M  U  N E W  A T A R I  U S E R  D E C  1 9 9 2  H 1 :P O K E  0 3 1 , 7 1 : P O K E  0 3 2 , 7 1 : P O K E  0 3 3 , 7 1 :
CX PO KE 1 5 3 4 , 7 1 :P 0 0 ( E  0 3 5 , 7 16 R E M  •
NH 7 R E M RT 3 8 5  S O U N D  8 . 7 3 0 . 1 4 , 1 0 : S O U N D  0 , 8 , 8 . 0
GH 1 5  P O K E  0 2 , 0 I J 3100 S = S T I C K C O )
LO 2 e  G R A P H I C S  8 KD 4 0 0  I F  S = 1 4  T H E N  D I 0 = - 2 0
SW 3 0  P O K E  7 1 0 , 0 : P O K E  7 5 7 , 1 TV 4 1 0  I F  S = 1 3  T H E N  8 I R = 2 0
LF " , PV

I P
4 2 0  I F  5 = 1 1  T H E N  D I R =
-
1
4 3 8  I F  S = 7  T H E N  8 1 1 T =1

4 8  P R I N T

FO 5 8  P R I N T  " l  S O A K  Y RN 4 3 1  I F  P E E K ( S H . D I R ) = I 9 7  T H E N  5 C - 7 5 C + 1 :P
I •  • O S I T I O N  • , 1 1 : P R I N T  I n v '  .o m b  - a r e d

MG " : S C : P O K E  S H . D I R A T : G O S U O  1 0 0 86 0  P R I N T
DC 4 3 2  I F  P E E K ( 5 H L D I R ) = 7 1  T H E N  4 0 8 0

UM 7 0  P R I N T  : P R I N T  : P R I N T U P 4 3 5  I F  P E E K C S I D D I R ) ( > 0  T H E N  1 9 0
OW 0 8  P R I N T SL 4 4 0  G O S U O  5 8 0 8

9 R i c k  ' 8 9 " OS 4 6 e  G O T O  3 S e
VH 9 0  F O R  I = 1  T O  1 3 : P R I N T  : N E X T  I PY 1 0 8 0  F O R  1 = 1 5  T O  8  S T E P  -

8 . 5 : S E T C O L O RPZ 1 8 0  P R I N T  "  P l e a s e 4 , 0 , I : S O U N D  8 , 5 , 8 , I : N E X T  I
H a a t  • • NIF 1 0 1 8  R A = I N I ( R N O C 9 ) * 1 6 2 ) - 6 - 4 8 5 0 1 : I F  P E E K (

I F 1 1 0  S E T = P E E K C 1 8 6 )
-
8 : X = 2 5 6 * S E T

0 A 3 0 0  T H E N  l e i s
Z P 1 7 8  F O R  P = 8  T O  1 8 2 3 : P O K E  M 4 P . P E E K C 5 7 3 4

4 4 - 1
1
1 : N E
X T  
P

OL 1 0 2 0  F O R  1 = 0  T O  1 5  S T E P  0 . 5 : 5 0 U N D  8 , 6 ,
8 , 1 : N E X T  / : P O K E  R 8 . 1 9 7 : F O R  / = 1 5  T O  0  S

HP 1 3 0  F O R  I z e  T O  3 9 : R E A D  A : P O K E  x + 1 4
-
L I . A

T EP -
1 : P
O K E  
R A
, O
: P
O K
E  
R
A
,
1
9
7

:N E X T  I CH 1 0 3 0  S O U N D  0 , 6 , 8 , 1 : N E X T  / : R E T U R N
H L 1 3 1  S H = 4 0 6 4 4 : 8 1 = 4 8 6 4 3 : 8 2 = 4 8 6 2 3 : 1 1 3 = 4 0 6 7 PM 4 0 8 8  F O R  1 = 1 5  T O  8  S T E P  - 8 . 2 : S O U N D  8 , 5

2 : 0 4 = 4 8 6 2 1 : 0 5 = 4 0 6 0 1 : 0 6 = 4 8 5 8 1 : 8 7 = 4 8 5 8 1 : , 8 , I : 5 E T C O L O R  1 , 0 , I : N E X T  I
0 8 = 4 0 5 8 3 : 0 9 = 4 8 5 8 4 : 0 1 0 = 4 8 5 0 5 : 8 1 1 = 4 0 5 8 6 YH 4 8 1 0  F O R  1 = 1  T O  5

XP 1 3 2  1 1 1 2 = 4 8 6 0 6 : 8 1 3 = 4 0 6 2 6 : 0 1 4 = 4 8 6 7 7 : 8 1 5 = DA 4 8 2 0  F O R  P = I 8  T O  8  S T E P  -
I . 5 : S O U N D  
0 , P

4 0 6 7 8 : 8 1 6 = 4 8 6 8 8 : 8 1 7 = 4 8 5 0 8 : 8 1 8 = 4 0 5 0 9 : 8 1 . 8 , 1 0 : N E X T  P : N E X T  I
- 9 = 4 0 5 9 0 : 8 1 8 = 4 0 6 1 0 0 2 1 = 4 8 6 3 8 : 8 2 2 = 4 0 6 5 8 EY 4 0 3 0  F O R  I = 1 5  T O  8  S T E P  - 8 . 2 : S O U N D  8 . 1

UP 1 3 3  8 2 3 = 4 0 6 5  I  : 0 2 4 = 4 0 6 5 2  : 8 2 5 = 4 8 6 3 2  : 0 2 6 = , 6 , I : N E X T  I
4 0 6 1 2 : 8 2 7 = 4 8 6 1 3 : 1 1 2 8 = 4 0 6 1 4 : 0 2 9 = 4 8 6 1 5 : 0 3 YK 4 0 4 0  F O R  1 = 1  T O  9 : P O 5 I T I O N  1 , 1
0 = 4 0 5 9 5 : 8 3 1 = 4 0 5 9 6 : 0 3 2 7 4 0 5 9 7 : 1 1 3 3 = 4 0 5 9 8 KZ ••14 8 5 0  P R I N T  M I 6 : "

AS 1 3 4  8 3 4 = 4 0 6 1 8 0 3 5 = 4 8 6 3 0 F K 4 0 6 0  R E N T  I
UK 1 3 5  D I R = 2 8 : 5 C = 8 FR 4 0 6 1  P O K E  7 5 6 , 1 1 4
OV 1 4 8  G R A P H I C S  1 8 : P O K E  7 5 6 , S E T : P O K E  7 5 2 ,

1
EC: 4 0 6 5  P O S I T I O N  1 , 3 : P R I N T  n iE w .m m a lu g n m m n n

MMUM2211-
0 0 1 4 1  S C R E E N = P E E K C 8 0 3 + P E E K ( 0 9 ) 8 1 5 6 0 0 4 0 7 8  P O S I T I O N  5 , 5 : P R I N T  N 8 l " g a m e  o v e r
i f . 1 4 5  S E T C O L O R  2 , 1 , 6 : 5 E T C O L O R  0 , 3 , 6 : 5 E T C 11

,
1OLOR  1 , 1 1 , 1 3 I I 4 0 8 0  P O S I T I O N  5 , 7 : P R I N T  O W  P R E S S  F  R E

D P I S O  P R I N T  U S
,  . . M . P . M .
1 1 • 2 1 1 M I M P I M
P I I I I I I M I M P 2 1
2 1 1 1 1 1

I .

I I " ; WM 4 0 8 5  F O R  1 = 0  T O  1 5  S T E P  0 . 5 : S E T C O I O R  1
Pe 1 6 0  F O R  I = 1  T O  8 , 7 , 1 : I F  S T R I G ( 0 ) = 0  T H E M  1 3 1
XR 1 7 8  P R I N T  8 1 6 : " U F T 4 0 9 0  N E X T  I
GH 1 8 8  N E X T  I E0 4 1 0 0  F O R  I = 1 5  T O  8  S T E P  -

0 . 5 : S E T C O L O RMS 1 9 0  P R I N T  n 6 :"U U N U M M M I N U N U N T I N U T U U T U U "4 1 , 7 , 1 : I F  S T R I G ( 8 ) = 0  T H E N  1 3 1
U E 1 / 5  P O S I T I O N  0 , 1 1 : P R I N T  1 1 6 : '  b o m b s  c / e a NO 4 1 1 0  N E X T  I : G O T O  4 8 4 0

M nM  " : S C PT 5 8 8 8  P O K E  0 3 5 , 8 : 0 3 5 = 0 3 4 : 8 3 4 = 8 3 3 : 1 5 3 3 = 8 3
GF 2 0 0  P O S I T I O N  1 3 , 1 : P R I N T  U 6 ; ' I t ' 1 :0 3 2 =8 3 1 :8 3 1 =1 1 3 8 :1 1 3 8 =1 1 2 9 :0 2 9 =1 1 2 8 :8 2 8 =
I G 2 1 0  P O S I T I O N  2 , 2 8 2 7 : 8 2 7 = 8 2 6 : 8 2 6 = 0 2 5 : 0 7 5 = 0 2 4 : 0 2 4 = 0 2 3 : 8 2
J F 2 2 0  P R I N T  N E W I d  U U  U  U  U 3 = 8 2 2
KC 2 3 0  P O S I T I O N  4 , 3 UV 5 0 1 8  8 2 2 = 8 2 1 : 8 2 1 = 8 2 0 : 0 2 0 = 8 1 1 : 8 1 9 = 8 1 0 : 0
FM 2 4 0  P R I N T  i t s ; " L V  U  M j " 1 8 = 0 1 7 : 0 1 7 = 8 1 6 : 8 1 6 = 8 1 5 : 8 1 5 = 8 1 4 : 8 1 4 = 8 1 3
JG 2 5 8  P O S I T I O N  1 , 4 0 1 3 = 0 1 2 : 8 1 2 = 0 1 1 : 8 1 1 = 8 1 0 : 8 1 0 = 8 9 : 8 9 = 0 8 :
Z J 2 6 8  P R I N T  8 6 . ; " W L i i 0 8 = 0 7
PL 2 7 8  P O S I T I O N  1 8 , 5 Z Z 5 0 1 0  1 5 7 = 1 1 6 : 0 6 = 8 5 : 0 5 = 8 4 : 8 4 = 0 3 : 0 3 = 8 2 : 0 2 =
c P 7 8 8  P R I N T  1 1 6 ; " a l  U  E t ' 0 1 : 1 3 1 = S H : S H = S H

-
T - D I R : R E T U R N

L I 2 9 8  P O S I T I O N  2 , 6 ED 9 0 0 0  R E M  M A L  C H A R A C T E R
PM 3 8 0  P R I N T  n 6 : ” U U  U  U U  U " NM 1 8 1 0  D A T A  2 1 9 , 2 0 3 , 4 4 , 2 2 5 . 1 3 5 , 5 2 , 2 1 2 . 2 1
L J 3 1 0  P O S I T I O N  2 , 7 9
LC 3 2 8  P R I N T  8 1 6 :* .U U  U  W O O  E t  • OD 9 0 2 0  R E M  3 : 1 1

1
4 0 1 1

N T
T I

3 3 8  P O S I T I O N  5 , 8
3 4 8  P R I N T  1 1 6 ;1 1 1  U U  U  U P '
•

NM 9
,
8
3
8  
D
A
T
A  
2
5
5
,
2
8
1
,
1
6
5
,
1
4
7
,
2
8
1
,
1
6
5
,
1
4
7
,

2 5 5
SS 3 4 1  P O S I T I O N  I 0 , 9 : P R I N T  U 6 : ' l l t

.
NH 9 8 4 8  R E M  B O M B  C H AR AC T E R

OW 3 4 5  P O K E  4 0 7 2 8 , 1 9 7 I P 9 0 5 0  D A T A  2 , 2 , 5 2 , 1 2 8 , 1 8 8 , 1 5 6 , 2 4 8 , 1 1 2
OU 3 5 8  P O K E  S H , 7 8 : P O K E  8 1 , 7 1 : P O K E  0 2 , 7 1 : P 0 0 9 8 6 0  R E M  S N A K E  H E A D  C H AR AC T E R

OKE 8 3 . 7 1 : P O K E  8 4 , 7 1 : P O K E  8 5 , 7 1 : P O K E  8 NM 9 0 7 8  D A T A  2 4 , 1 2 0 , 1 0 2 , 1 9 5 , 1 9 5 , 1 0 2 , 1 2 6 , 2
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BANK SWITCHING
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banks  behind BASIC and the OS on the XL and XE
computers .  130XE users have access to an ext ra 64K

RAM whic h gives t heir machine its 128K status. This  opens up
a whole range of  opt ions for programmers .  As the BASIC and
OS banks  are available for use also on the 130XE,  the poten-
t ial for use is even greater if  they are used in conjunc t ion wit h
the extra 64K RAM.
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THE 16K BANKS
The 130XE is ident ical to the 800XL apart  f rom the extra

memory  whic h exists as a series of  four I 6K memory  banks.
These I 6K banks  are only  accessible one at  a t ime,  however.
whic h can be a major  disadvantage since It means  that  the full
128K cannot  be used at once but  this  need not  l imi t  the
possibilit ies for usage. For example for a four-level of  diffi culty
quiz  game, t he user could load 64K of quest ions into the extra
memory  (16K per level) and then access 16K of  quest ions at
any one t ime.  Since only  one level would be used at once there
is no disadvantage in not  being able to select the full memory .
See fi gure 1 f or a diagram of  the cons t ruc t ion of  the 130XE

memory .  The main (normal memory ) is f rom locat ions
$0000-SFFFF (0-65535) as on the 800XL.  The shadow 8K
block is behind SA000-SBFFF and the shadow I 4K block is
behind SC000-SCFFF and $13800-SFFFF as on the 800XL.  The
extra 64K is in the extended memory  block whic h occupies
$0000-SFETE This  Is not  to be confused wit h the main block
whic h has  s imilar numbering:  the two are ent irely  separate.
On the extended block.  bank  0 occupies $0000-.83FFF,  1 takes
up . 54000-VFW.  2 uses S8000 S l iFFF and 3 resides in
SC000-$FFFF.  As for the shadow blocks, access to extended
banks  0-3 is cont rolled by memory  byte $13301 (54017) in the
main block,
When $D301 is  set to its  normal value1253) the main block is

In place and no shadow or extended RAM blocks are selected.
Upon alt ering $D301 correc t ly  one of  these 16K banks  wil l
exchange wit h a I  6K block of  memory  f ront  the main memory .
In fact this  block is f rom $4000-S7FFF (16384-32767) on the
main block.  It is  called the 'access window'  for the extended
RAM blocks as this  is the only  area t hrough whic h the I 6K
banks  are available for alterat ion.  Thus  it  follows that  no
mat ter which hank  is selected, it  always  pops up in the same
access window S.4000-87FFF in the main memory .  The loca-
t ions that  the banks  each occupy in the extended block  are
now of less importance.  Note that  you should SAVE any prog-
rams  in memory  before mak ing any alterat ions  to the access

part 2
David Manlove concludes
his tutorial by explaining
how to use the 64K extra
RAM in the 1301LE Banks

window area as this  may  confl ict  wit h y our program.
When 813301 is  changed back to its  normal value the main

memory  pops back up in the access window wit h the value:7:
that  it  contained before $I )301 was  altered. Also the bank  that
replaced it  now stores the values that  were given to it. ready
for the next  t ime that  the bank  is accessed. This  means  that
the banks  could be used for page fl ipping:  graphic  screens
could be loaded into the banks  and then they would pop up
the ins tant  $D301 was  changed. To illus t rate this,  type in.
SAVE and RUN lis t ing 1. This  sets up dif ferent  text screens in
each bank  inc luding the main block.  On press ing any key the
banks  are cycled t hrough us ing page fl ipping.  The text appears
Instant ly :  this  would not  happen if  it had to be PR1NTed each
t ime thus  prov ing the worth of  this technique.
I should now explain how to call up the banks.  They can be

accessed in dif ferent  modes  - however for now we can be
concerned wit h the s imples t  mode only. To call up bank  X. use

POKE 54017,193-44*X)

Then to call back the main block  use

POKE 540 I 7,253

Now test t his  by us ing the following when in normal mode:
POKE 16384,  I 28:POKE 54017.193:POKE
I 6384.255:POKE 54017.253

This  stores a 128 in locat ion 16384 (byte 0 of  the access
window) In normal mode and a 255 in byte 0 of  bank O. Now
Er:

PRINT PEEK(16384):POKE 54017,193:PRINT
PEEKI16384)

A 128 comes up fi rst  and then a 255 showing that  the memory
contents  were not  reset when $D30 I was  altered.  This  is
bas ically  the met hod that  users would employ  to store code in
the extended banks  and t hus  realise the full 128K,
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THE MODES OF ACCESS
The 130XE has two int ernal processors: the 6502 CPU and

the ANTIC graphics  chip. The dif ferent  modes  of  accessing the
16K banks  refer to the way in whic h the CPU and / o r  ANTIC
'see' the memory  f rom 16384 to 32767.  No other area of
memory  is affected. When you specify a mode of  access you
wil l  always be accessing one of  the banks. There are f our of
these modes and I shall describe each separately.
When mode 0 is selected the CPU accesses the extended bank

between $4000 and S7FFF.  This  means  that  when the user
alters locat ions in the access window he is alt ering one of  the
chosen extended banks  and not  the math bank.  Thus  data
such as mac hine code rout ines  could be stored in the chosen
bank.  Also, in  mode 0, any  ANTIC cycles that  have cause to
refer to the area $4000-$7FFF will not  now take place in the
main bank  but  ins tead in the extended bank  chosen. This
means  that  display  lists or graphic  screens can be stored in an
extended bank  and referred to in the same way as lis t ing I
does. This  mode is called the General Extended RAM Mode
since both ANTIC and the CPU are referred to the extended
bank  wit h the main bank  dormant .
Mode I  is  called the Video Extended RAM Mode since, when

this  mode is selected, ANTIC refers to the extended bank  when
access window references are encountered (as per mode 0).
However the dif ference is t hat  the CPU sees only  the main
bank  and any  alterat ions  to the access window while in this
mode will be referred to main memory  and not  an extended
bank. I t  would therefore only  be suitable to store display  lists
and / o r  graphic  screens in the chosen bank.
Mode 2 is  called the CPU extended RAM mode because this

mode involves only  the CPU accessing the extended block. This
means  that  any  CPU references to the access window are
directed to the chosen bank  ins tead of  main memory .  All
ANTIC cycles occur in the main memory  and ANTIC ignores
the extended block.  So any user data can be stored in the
chosen bank  and accessed at  will.
It should be remembered that  all the above only  applies  to the

block $4000-$7FFF and no other parts  of memory  are affected.
For mode 3 ALL parts  of  memory  are unaf fected - this  is
effectively 'normal mode*. All CPU and ANTIC cycles are refer-
red to the main bank.  It therefore does not  mat t er which bank
Is chosen in conjunc t ion wit h this  mode (all mode select ions
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2 4 I : ?  o b ; c m o S ( o ) ; : P o K E  5 4 8 1 7 , 1 9 3 + N : ?
'  A S ( X , Y ) ; : G O T O  1 7 0

OR 1 3 8  R U N

have to be made in conjunc t ion wit h a bank  select ion. and vice
versa). I f  X is the number  of  the bank  chosen. and Y is the
nunt ber of the mode chosen. t hen the user alterat ion wi l l  be
made using:

POKE 540 I 7.(4sX)+( I 6*Y)

To illus t rate the dif ferent  modes, type in.  SAVE and RUN
lis t ing 2. The program starts  by ask ing the user to specify a
mode - s tart  by select ing mode 0 fi rst. The program then
switches to a split  GR,2 screen. The idea is to show the user
how the CPU and ANTIC are present ly  'seeing t he access
window when bank  0 and a mode are selected. The top part  is
graphical:  it  shows you what  ANTIC sees. The bot tom part
shows you what  is in  the access window:  i.e. i t  shows you what
the CPU sees. Try  press ing a few keys. I gnoring the ilickers,
the screen does not change.  This  is because the alterat ions  arc
being POKEd (by the ? #6 c ommand) int o main memory  and
ANTIC is accessing bank  0 so it  does not  'see' the alterat ions.
The CPU does not  see the changes either since it  accesses
bank  0 also. Press <Esc> to re-run.  Now try mode I  (Video
Mode): on press ing a key only  the bot tom part  changes since
ANTIC is s t ill accessing the extended bank  while the CPU
accesses main memory .  I n mode 2 (CPU mode) the top part
changes due to ANTIC accessing main memory  now.  Mode 3
(normal mode) allows  both top and bot t om parts  to change
since both CPU and ANTIC access main memory .

I wi l l  end this  art ic le by giv ing a bit  break down of  locat ion
SD301:

Bit  0 -  OS bit  (G=RAM. I  =ROM)
Bit  I  B A S I C  bit  (0=ROM,  I  =RAM)
Bits  2.3 -  bank  select ion hit s  for banks  0-3 (bit  3 is the high

bit)
Bits  4.5 -  mode select ion bit s  for modes 0-3 (bit  5 is the high

bit)
Bit  6 -  unused on 130XE (normally= I)
Bit  7 -  self  test cont rol bit  (1=Self  Test off. 0=Sell test on).

I hope these art ic les go some way to allowing the reader to
access the extra memory  easily f rom programs.  I t  is a pity  that.
only  a few companies  have brought  out 128K sof tware but  the
opport unit y  certainly  exists.
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U s e r S u p p o r t

SCOTLAND ,THE BRAVE
n the absence oleo e r c i a l l y  mot ivated support ,  8-bit
users arc obliged to support  themselves. Some prefer to
quiet ly  compute in the privacy of  their homes whils t

others at tempt  to organise gatherings  and share their enthu-
siasm wit h others.  User groups have never been as popular  in
Brit ain as they have in certain other count ries  (the US for
example) but  there are several keen indiv iduals  whose determi
nat ion to persuade fellow hobbyis ts  into part ic ipat ion is prob-
ably the main reason that  l i t erature on 8-bit  topics  is s t ill
being published.  I recent ly  received produc ts  f rom two dedi-
cated Scot t ish Atarians  who are s t riv ing to keep the 8-bit s
alive.

FUTURA
Long-term Atarian Stuart  Murray  - whose c laims to lame

Inc lude winning the Scot t ish Atari Pacman c hampions hips  in
1982 and the Scott ish. UK and World Atari VCS c hampion
ships in 1983 - was  unders tandably  dismayed by the growing
number  of 8-bit  users  selling their machines  because of  the
lack of  software and hardware support .  He decided to take
posit ive act ion and placed advert isements  in the local press in
an ef fort  to f orm a hardcore base of  8-bit  users  t hroughout  the
nort h of Scot land. He has  succeeded in gaining the interest  of
over t hirt y  Scott ish users  and subsequent ly  rec ruited enough
local members  to populate regular meet ings of  the 'North Of
Scot land Atari User Group (NOSAUG).  Some of  the c lub ser-
vices inc lude hardware advice, a public  domain l ibrary  for disk
and cassette users and the sale of  second hand commerc ial
software. Stuart  produces  a c lub news let ter called Tu t u ra '  for
regular dis t r ibut ion on disk,  cassette and paper.  Every  issue
contains  a mix t ure of  editorial.  text art ic les  and top qualit y
public  domain software. I was  pleased to receive copies of the
fi rst three issues - especially  af ter I'd examined t heir content!
One of  the highlights  of  Fut ura 1 is  Speedscript ,  a highly -

useable word process ing package that  originally  appeared in
book form,  so you had to spend hours  and hours  typing it in (it
was reviewed in Page 6 issue 26). Alt hough Speedscript  origin-
ates f rom a Basic program it is  ac tually  writ t en in mac hine
code and is supplied wit h Fut ura as a binary  load fi le. Start  it
up and you're ins tant ly  presented wit h a fl ashing cursor - a
cue to get typing!  The screen text is notably  easy to read since
Speedscript  uses a c learer typeface than Atari's  s tandard offer-
ing. All the essent ial word process ing features are present -
edit, delete, search/ replace,  word wrap,  pr int  formats .  etc. -
and the only  t hing that 's  serious ly  lack ing is a spell checker. I f
y our word process ing needs don't  just ify  the expense of a
commerc ial heavyweight  such a Superscript  or Paperclip,
Speedscript  is an excellent  'budget '  opt ion.
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The Atar i  Classic has
always enjoyed strong
support north o f  the
border and tha t  support
is st i l l  going strong as
Paul  Rixon discovers

Anot her handy  program is MyCopyr.  a disk  copier that  takes
full advantage of  expanded memory  systems. On a less serious
note Fut ura 1 contains  five games, inc luding the once com-
merc ially  released Table Football f rom Ri m Mark et ing plus
clones of  Spindizzy and Trailblazer,  A couple of  amus ing
demos are s lipped in for good measure.  Text  fi les are abundant
too wit h a personal report  of  the AMS show in Stafford,  a
no-nonsense Basic tutorial,  a comprehens ive lis t  of  UK Atari
supporters  and several others  besides.
Fut ura  2 has  a mus ical theme,  t hough there's  also lots to

read and play  as before, Atari Dr u m Machine is an innovat ive
applicat ion f rom Poland.  Once you exit  the impress ive demo of
New Order's  Blue Monday  you have the opport unit y  to place
y our own bass drums ,  snares,  c laps etc. onto 'voices' displayed
at the top of the screen. When you've formed a pat tern.  you
s imply  choose 'play' to hear the results.  You can build several
pat terns  into longer songs or fi ddle wit h the tempo.  pit ch and
other parameters .  Your compos it ions  can be saved to disk  for
future use. You may  be expect ing a few pathet ic  beeps and
squeaks but  this  is top qualit y  digit ised stuff, it  sounds  great!
The Laser Demo is another one f rom Poland and is guaranteed
to impress,  but  only  if  you can unders t and the Polish sc rolling
messages!
Sound Moni t or  Professional is a German applicat ion that  lets

you create songs and play  t hem back in a s imilar manner  to
'sound t racker'  programs  in the 16-bit  world (t hough not  us ing
digit ised voices). Ex periment at ion is required since most  of  the
text is  German but  it 's  not  diffi cult  to comprehend and there
are great demo songs prov ided on the Fut ura disk.  Elsewhere
on Fut ura 2 there is a horse rac ing game called Triple Crown
whic h allows eight  players  to part ic ipate - select ing form,
plac ing bets and wat c hing the races. The race graphics  are
quite amus ing and wi l l  have you on the edge of  your seats -
especially if  there's real money  on the tablet Ot her games
Inc lude an addic t ive puzzle s imilar to Ke-Soft 's Sogon and



anot her Trailblazer-s ty le hopping expedit ion.  In the textual
sect ion you' ll fi nd the latest 8-bit  news  and a rev iew of the
Atari Canadian Expos it ion held last April in Toronto.
The t hird issue of  Fut ura appears  to maint ain the high

s tandard int roduced by its predecessors. The fi rst  side is
packed wit h art ic les on subjects  ranging f rom the his tory  of
computers  to humour  (obtained f rom the US Pokey Newslet -
ter). On the strategic f ront  I nternat ional Bridge Cont rac tors  is
a bus iness s imulat ion in whic h you t ry  to gain suffi c ient  staff,
materials  and cus tomers  to keep y our bridge cons t ruc t ion
company  going. For arcade f reaks Fut ura offers a 3-D vers ion
of  Mids ,  a reasonable maze game (awful music ! ) and a scroll-
ing adventure called Aliens. Also, Jane's Program is best de-
scribed as an int r iguing interact ive mus ical ' thingamee' l Sever-
al ut ilit ies  feature a  DOS fi le copier,  a program for t ransfer-
r ing Rob C. Mult iboot  and other menu formats  to DOS 2. and a
menu system for your .COM and .BAS illes.
As you wil l  have gathered by now,  every issue of  Futura is

posit ively b r imming  wit h goodies. St uart  tells me there's lots
more planned for f uture edit ions  - rev iews of  commerc ial and
public  domain sof tware,  an expanded VCS sect ion and new
original programs  to name a few.

EXCEL
Meanwhile another Scot land-based Atairian, Robert  Stuart  -

whose Excel disk  magaz ine has been praised in these pages
before - cont inues  to offer his  support  despite an increas ingly
disappoint ing response f rom other users. Sonic  may be suspi-
c ious when it  seems they are get t ing such a lot  for a small
out lay  but  there should be no fears t h e r e  are no catches.
drawbacks  or side effects. I t  really  is a good deal!
Robert  is  already set to release the twent ieth issue of  Excel

before Chris tmas ,  whic h is quite an achievement  when you
cons ider the enormous  effort t hat  goes into its preparat ion.
Unlik e Futura.  the Excel disk  mag does Dot contain rev iews or
art ic les - text fi les are only  used when ins t ruc t ions  are re-
quired for complicated applicat ions.  This  policy was int ro
duced wit h issue 7 as Robert  wanted to pack the max imum
quant it y  of  software into each issue. Unf ort unat ely  there isn't
room here to ment ion all the recent  disks but  I hope a short
s ummary  of  the highlight s  should t empt  you enough to invest i-
gate further!

Boing!  is a game by Neil Ot taway  of  Tiger Developments
(cheek out  the Tarkus  rev iew last issue) whic h appears  on the
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appeared on many  popular micros,  and runs  along a vert ical-
scroll hopping theme in a s imi lar  manner to Gremlin's  Trailb-
lazer, The play ing area is a relat ively  small window in the top
centre of  your screen and y our job is to ensure a constant ly
bounc ing ball doesn't  bounce on any t hing nasty or run int o
other adversit ies. l ining!  features some nice animat ion and is
quite addict ive - t hough also f rus t rat ing as it 's far too easy to
expire!
On the same disk  you'll i lnd BBK Art is t ,  a drawing applica-

t ion wit h no shortage of  funct ions, As well as the usual
facilit ies such as draw,  line,  c irc le,  box and fi ll there are
opt ions  to add text us ing system or disk-loaded fonts, set
refl ect ion modes,  use magnifi cat ion and even demons t rate
' rainbow'  graphics  techniques.  You can load pic tures  in Koala,
Mic ropaint er and Magnipr int  formats,  t hough save only  to
Koala.

Excel 12 has, among many  other things.  t wo interes t ing
applicat ions  to aid the design of  arcade games - Colorfont  Map
Editor and Colorfont  Screen Editor,  The map editor helps you
create background graphics  for sc rolling games. The program
uses Ant ic  mode 4 for high resolut ion mult ic oloured graphics
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and can load fonts  f rom Excel's ColorFont ,  whic h appeared in
the fi rst issue. A Bask- demo is prov ided to show you how the
fi nished backdrops  can be Incorporated into your own soft-
ware.  The Colorlont  screen editor is s imi lar  to the map editor
except that  it 's aimed at produc ing games that  use page-
fl ipping,  such as Drac onus  or Blinky 'S Scary School. A textual
ins t ruc t ion fi le is supplied c ont aining help for both packages,
Label Mas ter heads the l ine-up on Excel 13.  This  is a compe-

tent ly  crafted ut i l i t y  for (as you probably  guessed) creat ing,
s toring and pr int ing address labels. I t 's classed as shareware
and the aut hor invites you to send of f  a regis t rat ion lee in
ret urn for an improved version. There's  just  room to ment ion
the Genesis  Project Demo on Excel 16. I t 's a convers ion of  a
Commodore(s top) 64 program and alt hough it  doesn't  do a lot
you' ll defi nitely  be impressed by the graphics!
This  isn't  a comparat ive rev iew as I believe you should not

choose between Excel and Fut ura - you s hould have them
both!  Alt hough there's  inev itably  some overlap in material
(both aim to inc lude the best PD available' each disk  mag has
Its own style and you are sure to fi nd a great  deal of  interest in
every issue.

USEFUL INFO
Fut ura is produced by the Nort h of  Scot land Atari User Group
c / o Stuart  Murray .  71 Walk er Road. Torry ,  Aberdeen.  AB I
3DC and is available In disk,  cassette and printed format ,  The
disk  vers ion can also be obtained f rom Page 6. Excel is pro-
duced by Robert  Stuart .  21 St ronsay  Way, Hrootniands ,  I rv ine.
Strathc lyde,  K M  1 1HZ,  Look  out  for his advert isements  in
New Atari User,
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Ian Finlayson's
L– 1 . —

I  Fs"t  IEEE

ITS ALL
QUITE
LOGICAL

As you all know,  at t he very heart  of  your c omput er things are
extremely s imple.  In fact it  all boils  down to zeroes and ones.
At this  very f undament al level the mic roprocessor is mak ing
s imple binary  addit ions ,  subt rac t ions  and comparisons.  These
are all binary  logical operat ions.  I t  is not  surpris ing.  therefore,
to fi nd that  there are logical operators  in the higher level
languages, inc luding BASIC, and these operators  are amongs t
the fastest and most  effi cient  that  are available.
The very s imple manual  that  has  been supplied wit h the 8 bit

Ataris  such as the 600 and 800XL gives a lis t  of  precedence of
the operators .  but  it  does not  give any indicat ion of  their use.
so most  people only  use t hem in ways that  have parallels  wit h
the mat hemat ic s  we learn at school such as:

X=X+1 mean ing  let x  equal one more t han its old value.
or
F X> 10 THEN m e a n i n g  do i l  X has a value of  10

or more

But t here are uses for these operators  that  seem to defy
schoolboy mathemat ics .  What  result  would you expect f rom
the following two expressions?

7 X
.
( X
> 0
)

? Y-1-10(Y>50)+100*(Y>500)

jus t  remember that  TRUE has a value of ONE and FALSE has
a value of ZERO and t hen the meaning should be self  explana-
tory. I n the fi rst expression (X>0) is TRUE (value 1) if  X is
posit ive and FALSE (value 0) i f  X is 0 or negative. so it result s
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In a value X when X i s  posit ive and a value of  zero if  X is zero
or negative. Similar ly  the result  of  the second expression is Y if
Y is 50 or less, Y plus  a "bonus" of  10 if  Y is between 51 and
500. and Y plus  110 (that  is +10 and +100) if  Y is over 500.
Anot her fact t hat  seems a bit  odd at fi rs t  is that  a number  is

cons idered to be "t rue" l i l t  is  not zero and "false
- I f  i l
l s  - z e r o .
This  can be made use of  in express ions like the following:

IF X THE N ? "TRUE
.

'Ibis  wil l  writ e TRUE on y our screen unless  X is zero. I t  works
wit h negat ive numbers  and dec imal part s  of numbers  whic h
are considered to be 'True" like positive integers.

PRACTICAL USES
By now you are probably  wondering what  is  the use of all

this, so I have writ t en two short  example programmes  to
illus t rate uses of logical statements.
The fi rst program is a s imple number  guessing game. The

c omput er selects a number  in the range 1 to 100 in line 30
and prompt s  for n input  in line 40.
Your number  is accepted in line 50. and a count  of  the

number  of at tempts you make is started. For c larity  and
s implic it y  I have not  put  any error check ing on t he input .  so
the program can be easily confused if  you do not  enter a
suitable number  in the 1- 100 range. I f  youngsters are to play
the game it  mus t  be crash proofed as they wil l soon take
delight  in deliberately  seeing what  happens  if  nonsensical key
presses are made.

In l ine 60 D is put  equal to the dif ference between your guess,
Y. and the original number,  NUM.

Line 80 contains  the logic s tatement .  It is  a condit ional GOTO
depending on the value of  D.11' D is zero all the brackets  are
"False" so the GOTO is to line 130 - t he correct number  has
been guessed. The other four condit ions  can be tabulated as
follows:
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0<D<10 GOTO 160 (130 3 0 )  Guess is a lit t le high
D>10 GOTO 170 (130 + 40) Guess is muc h too high

Each of  the subrout ines  gives a c lue to how good the guess
was. Af ter ret urning f rom the s ubrout ine line 90 causes a
J ump to 120 unless D is zero. In the lat ter ease line 100 asks if
you wish to play again and if  so loops back to 30 where the
next number  is generated.
Line 110 ENDs  the program If  you select N at  the "play

again'?" prompt .
Line 120 prompts  you to have another guess and loops back

to line 50 for input .



E I  1  R E M
I V  2  R E M  I T
OZ 3  R E M  *
a l  4  R E M  *
WL 5  R E M  *
AD 6  R E M  *

E l  1  R E M
TY 2  R E M  *  T U T O R I A L  T I M E  *
OA 3  R E M  *  J O Y S T I C K  L O G I C  *
RR 4  R E M  *  b y  *
WL S  R E M  *  I a n  F i n l a y s o n  *
4 0  6  R E M  *  *
OJ 7  R E M  *  N E W  A T A R I  U S E R  -  D E C  1 9 9 2  *
EP B  R E M  * * * * * N o l t i w i i i - o o - o - i w i t a i
NO 9  R E M
LO 1 0  J O Y S T I C K = 1 0 0 0 : G R A P H I C S  1 9 : X M A X - 7 3 t

M AN =2 3
*FL 2 8  C O L u R  2 : P L O T  X
•
V : F O R  
D E L A Y = I  
I O  
1 8 :

N EXT  D E L A Y
VA 3 0  C O L O R  1 : P L O T  M Y
UG 4 0  I F  S T R I G ( 0 )  T H E N  C O L O R  0 : P L O T  X , V
HE 5 0  G O S U B  J O Y S T I C K : G O T °  2 0
T J 9 9 9  R E M  j o y s t i c k  s u b r o u t i n e
N I  1 0 0 0  J . S T / C K ( 0 )
Am 1 0 1 0  1 4 =1 4 4 ( J< 8  A N D  x < x m m o
-
( J > l i  A N D  
J ( 1 .

2 A N D  / 0 . 0 )
MU 1 0 2 0  V
-
-
-
-
V 4 ( C , J = 9  
O
R  
J 7
-
. 5  
O
R  
J
=
1
3
)  
A
N
D  
(
v
<

y m m o ) - ( J / 2 7 . 1 N T E J / 2 2  A N D  Y ) 0 )
A l  1 0 3 0  R E T U R N

Listing 2 -joystick input simplified

T U T O R I AL  T I N E
GU ESS T H E  N u m BE R

BY
I a n  F i n i a y s o n

OJ 7  R E M  *  N E W  A T A R I  U S E R  -  D E C  1 / 9 2  *
EP 8  R E M
AY 1 0  R E M
GM 2 0  D I M  VO I 5 C 1 2
MS 3 0  N U M = I N T ( R N O ( 8 ) * 1 0 0 . 1 ) : T R I E 5 = 8
UU 4 0  ?  " T R Y  A N D  G U E S S  M Y  N U M BE R

( BE T W E E N  I  A N D  1 0 0 J "
AA 5 0  I N P U T  Y : T R I E S = T R I L S 4 1
0 0  b e  D = N U M - Y
GO B o  G O S U B  1 3 8 4 1 0 * ( 0 ( 0  A N D  D ) - 1 8 1 4 2 0 * C D ‹

- 9 1 4 3 0 * ( D ) 0  A N D  0 ( 1 0 ) 4 4 0 * ( D ) / /
GO 9 0  I F  D  T H E N  1 2 0
HP 1 0 0  ?  " P L A Y  A G A I N  ( Y / N ) " : I N P U T  Y N S : I

F Y B 5 . 7 " Y "  T H E N  3 8
N S 1 1 0  E N D
OP 1 2 8  ?  " T R Y  A G A I N " : G O T O  5 0
ED 1 3 0  ?  "C O R R E C T ,  W E L L  D O N E
. .
: ?  " Y O U  T O O K

" ; T R I E S ; "  A T T E M P T S " : ?  : R E T U R N
PD 1 4 0  ?  " A  B I T  T O O  H I G H " : R E T U R N
OK 1 5 8  ?  " T O O  H I G H " : R E T U R N
CL 1 6 0  9  " A  B I T  T O O  L O W  " : R E T U R N
R V 1 7 8  9  " T O O  L O W  " : R E T U R N

Listing 1 - a  simple guessing game

JOYSTICK INPUT
Joystick input in Basic is often a mass of IF.. THEN. .  state-

ments. but a faster and much more compact method is to use
logical operators. In the short example program the joystick
can be used as a crude drawing instrument.  While the joystick
button is pressed it draws and when the.button is released it
erases. Lines 10 to 50 are the draw program and lines 1000
onwards are the joystick logic.
In the main program only one or two things need explanation.

XMAX and '(MAX are the maximum values that the cursor can
go to dur ing the drawing (the right hand edge and bottom of
the screen). These values will need to be changed to suit the
graphics mode you wish to use. The COLOR 2 and COLOR 1
commands cause the cursor to flash each time the program
loops.
In line 40 -
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The joystick logic in Lines 1010 and 1020 is fairly straightfor-
ward i f you look at the ligure showing the values returned in
STICK(0) when joystick I t s  moved. In line 1010 X is increased
by one if the joystick is to the right and the cursor is not
already at the right hand edge of the screen, and decreased by
one if the stick is to the left and X is not already zero (the left
edge of the screen).

In line 1020 Y is increased by one if the stick is down and thc
cursor is not already at the bottom of the screen ('(MAX).  and
decreased by one if the stick is up and Y is not already zero.
In all other  cases X and Y don't change. You will see. if you

r un the program, that both X and Y can change at the same
time giving diagonal movement of the cursor.
You must agree that this is a neat way of getting joystick

input in BASIC. It is quite fast - in fact I had to put a small
delay in line 20 to get a nice steady cursor flash, but this will
probably not be needed if the subroutine is used in a more
complex program with a slower main loop.

hope you will experiment with the logical operators and find
them useful in your programming.
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Seven years after its re-
lease, can Superscript still
be considered the best
word processor for the
Atari Classic?
Les Ellingham looks back
and brings you up to date
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viewed a brand new word processor which I stated to
be ''the most  import ant  piece of  software to have been

produced so far by a Brit ish c ompany
-
.  S e v e n  y e a r s  
o n ,  
S u p e r -

script remains  one of  the very best programs  produced for the
Atari Classic  and,  hav ing disappeared for a few years. is now
available once again but  at a muc h lower price.
Most readers  wil l not  have seen Issue 17, an issue that  went

out  of  print  quite quick ly ,  so t his  is essent ially  an update of
the rev iew that  appeared in that  issue, as relevant today a'S it
was then.

Firs t  of  all you s hould note that  Supersc ript  is  writ t en for the
800X1 and 130XE and wi l l  not  work  on the old 400 / 800
models,  a point  that  is. perhaps.  of  less importance today
although wort h s tat ing.  The reason is that  the program takes
full advantage of  the XL/ XE facilit ies and oilers  full interna-
t ional characters.  inc luding that  elusive K sign on screen. In
addit ion it  is  one of the few programs  that  take advantage of
the extra 64k  on the 130XE by al lowing two documents  to be
worked on in memory  at the same t ime.
The fi rst  t hing you need to do wit h Supersc ript  is  to sit down

and work  t hrough the tutorial whic h is essent ial i f  you want  to
use the program to the full.  i t  is possible to compose s imple
documents  by jus t  f ollowing the screen prompt s  but  ignore the
manual  and you wi l l  miss  out on many  powerful features.
So. boot up  Superscript  and you wi l l  be prompted to Insert an

40 I s s u e  59 - New Atari User

XL and XE ONLY

Ex is t ing Work  Disk .  Create a Training Disk,  Create a New
Work  Disk  or Create a Dic t ionary  Disk .  The dic t ionary  disk  is
easily created. it  is jus t  copied f rom the back of  the mas ter
disk  onto a disk  of  your own and may  as well be created at the
same t ime as your Training disk. Select Create a Training Disk
and several fi les which give exercises to be used wit h the
tutorials  wil l be copied onto your disk. The Training Disk  and
the normal Work  Dis k  pr imari ly  contain a 'Defaults '  fi le which
is booted each t ime to set up the print er driver and certain
program parameters  whic h are completely  user defined. You
can set screen and text colours,  margins ,  s tandard pr int ing
features, screen widt h or even assign special features to any
key on the keyboard and boot  these as s tandard every t ime
you use your work  disk.  More of these later,  for now let 's go
back to the tutorial.

EASY LEARNING
You s tart  the t utorial by  loading in a let ter to use as pract ice

for the s tandard features of  edit ing and to learn how to v iew
and print  documents  whic h is fi ne for beginners  and wil l  get
you used to us ing a word processor. Experienced users  could
skip this  but  by  doing so may  miss  out  a few t ips  to short  cuts
in us ing Superscript .  The tutorial the goes on to 'Cut  and
Paste edi t ing which s imply  means  mov ing blocks of  text
around f rom s ingle words  to whole paragraphs,  before int ro-
duc ing one of the really  powerful features of  Superscript  - the
abilit y  to do mathemat ical calculat ions  on tables wit hin the
text.
I lere also is int roduced another fi ne feature. At ariwri t er is

l imit ed to a 40 c olumn screen and it  is v irtually  imposs ible to
set out  any  sort of  table wit hout  muc h t rial and error.  Super-
script  allows  you to defi ne the widt h of  the text screen to a
max imum of  240 c olumns  and wil l  scroll across and back as
you reach the screen limits .  Tables  could not  be s impler,  you
jus t  type them exact ly as you want  t hem to appear on paper.

MATHEMATICAL
FEATURES

Us ing the mathemat ical features seems at fi rst  quite complex
but  a sample document  is  inc luded and,  once mastered,  the
technique is s imple yet powerful.  Each c olumn in a table is
defi ned as a numeric al tab at t he pos it ion of  the dec imal point .
whic h inc identally  can be set as desired.  and fi gures are
entered by t abbing across and press ing RETURN at the end of
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the line.  Ent er as many  rows  as you wis h and fi nish of f  with a
row of dashes and you are ready to calculate totals. Simply
place the cursor at the end of a line, enter  a few keystrokes
and the line total  will be entered in the first column.  Calculate
each line in this way and then place the cursor at the fool of
the table. A few more keystrokes and every column in the table
wil l  be totalled automat ically !  Any  fi gures inc luded in brackets
or Wi h a minus  sign wil l  be subt rac ted and the program has
facilit ies for div is ion and mult ipl ic at ion as well,  I n fact all of
the c ommands  to calculate a table can be inc luded in a format
and can be executed wit h just  t wo keystrokes. There is an
example inc luded in the tutorial.  Jus t  run it  and watch,  you' ll
be amazed,

MAIL MERGE
Next comes Mail Merge whic h allows  you to take a s tandard

let ter and 'personalise' it by  automat ically  insert ing names and
addresses or other inf ormat ion wi t hin the s tandard text. An
example Is again prov ided.  The procedure is somewhat  lengthy
but  once set up is easy to use. Your let ter is composed as one
file and the information you wish to insert, in the example
names and addresses. is  composed s imply  as another text fi le.
You t hen insert  markers ,  whic h can be condit ional,  in your
let ter and start  print ing.  This  is where the 130XE is used to
good advantage for you can have your let ter in the upper half
of memory  wit h the merge inf ormat ion in the lower memory
thus  el iminat ing disk access.
The use of  condit ional markers  makes  the mail  merge another

powerful feature.  You can. for Instance, set up a file, or
mult ip le files. containing a full lis t  of  contacts or addresses
wit h as muc h detail as you wis h and then pr int  let ters to them
according to condit ions  laid down in y our main letter.  You

could, for instance, write only to those in London or you could
exclude London addresses. You could write only to female
contacts or. i f you keep your  contact file up to date, only to
people who have expressed an Interest in a particular product
or service. it Is obviously not as powerful as a full database
program but for simpler applications is more than adequate.

EDITING
The tutorials finish here but the majority of the manual  is

unread! There is much more that you can do with Superscript.
Let's take a look now at the editing features as controlled by
the keyboard. At first sight any action seems unnecessarily
complex requiring the SELECT key to be pressed followed by
selection of the feature required and then selection from a
sub-menu.  In some eases a further  menu is presented. I f you
don't study the manual  you could waste a lot of time perform-
ing almost every function but once you have executed a parti-
cular action, no matter how complex. it can be repeated by
simply pressing CONTROL-R.  In fact most of the commonly
used editing features can be accessed by using CONTROL with
an appropr iate character. There are several really neat features
here such as changing words between upper  and lower case.
CONTROL-F will change a word from upper  to lower case but
on first press will leave the Initial letter as a capital in case it is
the start of a sentence. Press again and this turns to lower
case. I f you prefer to use the cursor movement keys without
holding CONTROL simply change them so that cursor move-
ment is standard and the arithmetical signs are accessed with
CONTROL!

USER DEFINED KEYS
What if you need to repeatedly use a series c o l
-
c o m m a n d s ?

Easy. just assign these commands to any key on the keyboard
in either upper or lower case, Press ESC followed by the key
and the program will perform the action you have assigned.
Almos t  any t hing can be assigned to a key f rom passages of text
to single commands or series of commands. Your  name and
address, for instance,  can he inserted in a document  wit h two
or three keystrokes. It can even be automatically centred or
ranged right. Often used words can be inserted at a stroke or
the cursor  can be moved as desired. Several examples are
given in the manual  but the applications are limited only by
your imagination. Suppose.  for example, you often transpose
two characters. Simply assign a key to reverse them, place the
cursor on the fi rst charac ter and change t hem about .  You can
change disk drives, obtain a directory. initiate a search, ex-
change dates, and muc h more.
All this  seems quite powerful,  but  the real beauty  lies in the

fact that every key stroke you define can be made permanent
so that the keyboard is configured to your specification each
t ime you boot  up a work  disk, I f  you wis h you can have
different configurations for different tasks and change midway
through a session. You may not appreciate the power unti l  you
have used it, but what it basically means is that Superscript Is
not a program to which you need to adapt but a program
whic h adapts  to you. Your work ing version of  Superscript  wil l
be exact ly that ,  y our own personalised program!
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LAYOUT FEATURES
Before I go on to the search and replace func t ions  and

spelling checker, a brief  word about  the layout  capabilit ies  as
regards the printed document .  All the expected fac ilit ies such
as set t ing margins  and page lengths,  cent ring and jus t if y ing
text, inc luding headers and footers are there as well as page
number ing but  a few more features are inc luded.  Margins  as
well as page numbers  can be offset alternately  so that  i f  you
are produc ing a bound document  the wider margin wi l l  always
be on the centre of the pages. To produce a double-s ided
document  you can print  odd numbered pages fi rst,  t urn the
paper and then print  the even numbered pages. Four  levels of
indent  can be set and released as des ired al lowing hanging
indents,  such as you see in numbered paragraphs .  to be easily
produced.  A nice report  is inc luded on the t raining disk to
I llus t rate many  of  these features.

SEARCH AND REPLACE
One of the useful features of  any word processor is the abilit y

to l ind words  quick ly  t hroughout  the document  and replace or
amend t hem and Superscript ,  naturally ,  has  this  feature. You
may change all occurrences of  a word or verify each change or
s imply  fi nd a part ic ular word to pos it ion the cursor for edit ing.
It was here that  I f ound one of  the few l imit at ions  of  Super-
script as it  cannot  search for spaces. I of ten use At ariwrit er to
check for and replace inadvertent  double spaces in a docu-
ment .  A useful feature of  the Search fac ility  is to search
forward or backward so you do not  need to go to the start  of
the document  for mult iple searches.

THE SPELLING CHECKER
So now let's assume that  you have typed your document .

Before you print  it  you wi l l  want  to make sure that  the spelling
Is correct so a few keystrokes (or ass igning these to a part icu-
lar key) brings  the spelling checker into act ion. i f  you have' two
drives, insert  the spelling checker into drive 2 and the program
wil l  look for it  fi rs t  in drive I  and then drive 2. I f  It is  not in
either you wi l l  be prompt ed to insert  it. The fi rst  ac t ion is to
analyse your document .  You wi l l  be told how many  words  have
been used. how many  sentences there are and how many
paragraphs  as well as the average word length.  Then the
spelling will be checked in alphabet ical order t hroughout  the
document .  The method is s low but  it  works  well and and
incorrect  or unrecognised words  wil l be highlighted for act ion
as they are reached. You may  either accept the word,  in whic h
case all f urt her occurrences wil l  be ignored,  ignore the word so
that  it  wil l  be flagg,ed again if  found or have the program learn
the word and insert  it  int o the dic t ionary  for f uture use. Words
whic h you use often can thus  be added to the dic t ionary
automat ically  so that  each t ime you use the spelling checker
its vocabulary  expands. I f  a word is incorrec t  you s imply  edit  it
and resume the check. When it  is  fi nished you can replace the
original document  on disk  wit h one keystroke. One point  to
bear in mind is that,  being a Brit ish program.  it  checks for
English and not  American spellings!
The spelling checker has other uses. You can use the disk  as
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a s t raight  dic t ionary .  i f  you don' t  k now how to spell a word Just
look it  up by typing the fi rst few characters  and you wil l  be
s hown all of  the words  that  begin wit h those characters. Whils t
the program cannot  check grammar.  you can display  all of  the
words  used wi t h t heir f requency so that  you can see if. f or
example.  you have used 'nice' or 'great' too many  t imes.

THE ORIGINAL
CONCLUSION

Superscript 's  manual  is several t imes  the size of  this maga-
zine so you see that  it  is  possible only  to scratch the surface in
a review. The program was originally  writ t en for the Commod-
ore but  the Atari vers ion Is no s t raight  ' dump'  to another
computer.  I n fact Prec is ion Sof tware have produced a remark -
able program tailored especially for the machine.  They  have
discovered and used more of  the facilit ies of  the XL and XE
computers  t han many  of  the well es tablished companies  in the
States who have been wri t ing Atari sof tware for years. I wil l
fi nish by repeat ing that  for the serious user this  is the most
Important  program to appear this  side of the At lant ic .  I t
heralds  the fi nal recognit ion of  the Atari as a serious  compu-
ter. s omet hing we have k nown all along,

TODAY'S CONCLUSION
I can recall being absolutely  knocked out  by  Superscript

when it  was  released and I had the opportunit y  to test a beta
vers ion and mak e recommendat ions  for the fi nal release. Su •
perscript  became the word processor that  was used to produce
PAGE 6 (as it  t hen was) for many  years. Retyping this  review.
the as tonishing t hing is Just how advanced Superscript  was
wit h almos t  all of  the features I use today in what  I cons ider to
be the best word processor on the ST. I n fact it  s t ill has  one or
two features that  are not  found in any  word processor on the

Superscript  has  not  aged in any  way, it  remains  the finest
word processor for the Atari Classic. All that  has  changed is
the price. At its launc h in 1985 it  retailed at £69.95 but  today
you can get a copy f rom Derek  Fern at Mic ro Discount  for Just
£10. 95 inc lus ive of  postage in the LIE Tha t  has  to he the
bargain of  the century !

TRANSDISK IV
NO W  YOU C A N  ENJOY THE PROVEN CASSETTE TO DISK

TRANSFER SYSTEM AT A S AV i NG  OF E7!

Pansdisk •  a m a l e  la use &Arty that will transler rhost cassette gawitS  to disk easily and quickly

•  Isarrees an rype al c om e t Sorrhol
•  Allows several games on one ritsi
•  11trides cdriseries Mal require ortk -
r e r n s e i r

NEW
LOWER
PRI CE!

•  Handles cassettes WO Keel extra levels
•  Lib* oil avadahre memory on )(LIE Machines
•  N111 deo try deo oneetrcliOni Wearied

* NOW wrrki DETAILS OF OVER 300 GAMES SUCCESSFULLY TRANSFERRED

TRANSDISK IV IS NOW JUST E12.95 - ONLY FROM PAGE 5
Sena a cheque of postal order with Ma order tone on our eccetreery Shop page

or met serer Cresel card a ides  accepted by teleahare On 01135 213928
S e n d  t o
-  
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THE ACCESSORY SHOP

FOR XL/XE

(3.95

FOR S T

3 METRE JOYSTICK EXTENSION

XL XE 1 METRE SERIAL CABLE E 8.95 JOYSTICK MOUSE EXTENDER E 5.95
850 INTERFACE TO ST E 8.95 REPLACEMENT MOUSE CABLE E 2.95
XL XE TO MONO MONITOR E4.95 2 METRE CENTRONICS CABLE E 7.95
XLXE TO SCART 0.95 3 METRE CENTRONICS CABLE E 9.95
XL'XE TO COMPOSITE VIDEO 13.95 ST TO 850 INTERFACE E8.95

ST NULL MODEM CABLE (2m.)
2 METRE FLOPPY DISK DRIVE

E 8.95
E15.95GEN ER A L C A B LES

REPLACEMENT JOYSTICK CABLE (3.95 520ST TO PHILIPS 8533 MONITOR E12.95
3 METRE JOYSTICK EXTENSION (495 1 0 4 0 S T

,
' 5 2 0 S T
FM 
T O  
S C
A R
T

E12.95
CENTRONICS PRINTER EXT. (1 m.) E14.95 MONITCOLOUR SWITCH UNIT 09.95
CENTRONICS PRINTER Err (2 m.) E16.95 PAIR OF MIDI LEADS t 8.95
CENTRONICS PRINTER EXT. (3 at) E10.95 ST TO HITACHI TV E11.95

ISSUE 5 9

The Accessory Shop is a
fundamental part of Page
6 providing support for
the production of  New
Atari User magazine-
without sales from the
Accessory Shop it  would
not be possible to produce
a high quality magazine
for the Atari Classic. O f
course the Accessory Shop
also provides you with
one of the few remaining
sources of software and
other accessories for your
machine. Remember that
each time you place an
order with The Accessory
Shop you are ensuring
the continuance of the the
magazine that is dedi-
cated to the Atari Classic.
Look here before you look
e ke wh e re l

C A B L E S
Some cables are quite diffi cult  to fi nd but  we stock most  of
those needed for the ) ( L I E  or the ATART ST. Check to see if
the cable you need is here

A BRAND NEW XL/XE ROM CARTRIDGE!
EXCLUSIVE TO PAGE 6!

HYPNOTIC LAND
Yes. believe it or  not, we have tracked down a brand
new ROM CARTRIDGE for the XL.XE f rom Lindasof t
in Italy who have produced this in conjunc t ion with
Atari Italy.

HYPNOTIC LAND is a vers ion of the massive ST hit
KLAX - a highly  addict ive,  highly  entertaining game that will challenge you to complete the fi rst
few levels and have you coming back for more - again and again!
The aim in HYPNOTIC LAND is to redirect  mineral elements  in the form of  coloured balls  into the

corresponding coloured cup at the end of  a ramp.  To do this you mus t  place arrows on the ramp
to redirect  a ball into an adjacent  column.  Remember to only  put  green balls  into the green cup
and so on. It seems easy but  once you have mastered the fi rst level, some despicable monsters
start to appear to try and steal the balls. You can shoot  them with the joyst ick but  don't  forget you
also have to keep one eye on the ramp!  Somet imes  special shining extra-balls  will appear which
can go in any cup and give bonus points.
HYPNOTIC LAND requires skill,  concent rat ion and quick reflexes. Can you manage it?
Like all the great classics a s imple concept  that has prov ided the foundat ion for a s tunning and

addict ive computer game

HYPNOTIC LAND is on ROM CARTRIDGE and will run on all XL/XE machines
A BRAND NEW ROM for E12.95

Our cables are obtained from one of the UK's leading cable manufacturers and
use the highest quality components. You can pick up cheaper cables else-
where but they often use inferior quality components which may cause loss of
data and other problems. Extension leads in particular need to be made to the
highest specifi cation to ensure integrity of data transfer

H O W  T O  O R D E R
When you receive your copy of New Atari User you will lind an order form
enclosed detailing every item available this  issue - s imply  complete and
return it, we will send you another order form with your goods. II you don't
have an order form, don't  worry , just drop us a line - you don't  have to use
the order form.
Don't forget you can also telephone your order and pay by c redit  card -
lust pick up that phone and dial 0785 213928 and your order will be on its
way within 24 hours

FOR  XL/XE
6 5 X E
4 0 0
8 0 0
8 0 0 X L
1 3 0 X E
4 1 0  O L D  Ca s s e t t e
4 1 0  N E W  Ca s s e t t e
1010  Ca s s e t t e
X C l  1 Ca s s e t t e
X C1 2  Ca s s e t t e
8 1 0  Di s k  Dr i v e
1050  Di s k  Dr i v e
1020  Pr i nte r
1 0 2 7  Pr i nter
X MM8 0 1  P r i nt e r

D U S T  C O V E R S
We st ill have many  dust  covers in stock but  due to massive
price increases in the cost of our preferred material it is
doubt ful whether we will be able to obtain dust  covers of the
required quality  in future. Buy now while you can.

£ 4 3 5
C4_95
E4. 95
C4•35
C4•35
E3. 25
£3 . 25
C3_25
C3_25
C3•25
E3. 95
E3_95
£3 . 95
E4_35
£ 5 9 5

FOR S T
ME G A ST CO MP LE TE  £9.95
ME G A KE Y BO ARD E 4 . 3 5
1 0 4 0 S TS TE  £ 4 . 9 2
520STFMI STE C 4 • 9 5
Stacked SF Dr i ves E 4 • 3 5
SM124 Moni tor  £ 5 . 9 5
SM125 Moni tor  E 5 _ 9 5
SM1224, 6 Moni tor  E 5 . 9 5
SMM804 Pr inter  E 5 . 9 5
PHI LI PS 8833 Moni tor  E5.95
PHI LI PS 8533 Moni tor  £5. 95

Covers for many other Printers
and Monitors are in stock from
14.95 - please ask for details-

Most of our dust covers are of translucent Isee-Ihrough) PVC with piping
to match the colour of the computer and look particularly attractive but
later stocks may be of beige colour PVC

PUBLIC DOMAIN
The Accessory Shop has the largest and best select ion of
PUBLIC DOMAIN and SHAREWARE DISKS available for the
Atari Classic. You wil l  fi nd the latest updates enclosed with
every issue of  New Atari User.  Treat yourself  to some
stunning programs  at minimal cost
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STILL FOOTBALL
CRAZY!
KENNY
DALGLISH
SOCCER
MANAGER

B A C K  IN
S T O C K !

DISK
ONLY

You sti l l  have a chance  to catch up on the foot-
bal l  scene wi th thr ee of the best footy games
ar ound.  Take  the chance  now and see i f you can
get Li ver pool  back to the top of the l eague in-
s tead of Bl ackbur n!

The ultimate in football management games, For the first time in a
football management simulator Kenny Dalglish's Soccer Manager
combines stunning lop-notch full colour graphics with a fun-
packed game design which will leave you breathless with its great
features. It has an amazing easy to use icon-drive play system and
the exciting gameplay includes: full four division league, detailed
graphic highlights, board of directors tor detailed performance
reports. detailed game strategy. half-time updates, substitutes,
Injuries, suspensions, full transfer market and lots, lots more!

CASSETTE ONLY OUR PRICE E2.95

TRIVIAL PURSUIT
The ClaSMC hoard game translated to the Atar i
with added question power. Sow YOU can
answer questions presented with music and
graphics as well as straight text. An ideal fami-
It game or  one you can play on your  own.
10%er 3.0410 questions and all the mechanics of
the game taken care of by the computer. Tr ivia
has tuner  been MP much tun and has never
been available before at this price!

Originally t  14.95
OUR PRICE E4.95

DISK
ONLY

CRUMBLE'S CRISIS
t•aptain Crumble was one of the characters
that found a unique place in the hearts of
many Atari addicts. This truly English creation
will warm your heart too as he rushes around
trying in round up the Fuzties who have
escaped from the Inter-galactic zoo. t 'an you
find and snare the Fuzzies throughout all five
levels of this game? Be warned it's not easy!

Originally
OUR PRICE E2.95

S T I L L  A V A I L A B L E
TWO POPULAR ROMS BACK IN STOCK
RIVER RAID - ONLY E3.95
KABOOM - ONLY E2.95

See previous issues for full descriptions
of these great games

FOOTBALLER OF THE YEAR
You're a 17 year old app en ice in the 4th
Division with only £5,000 and 10 goals to
your name. Have you got what it takes to
cope with the trauma of ranster deals, in-
juries and other match day problems, while
displaying skill and professionalism in match-
es throughout Europe? Rise through the divi-
sions, outclassing rivals on the way to prove
you are the best and gain the highest acco-
lade Footba l l e r  Of The Year!

OUR PRICE 0.95

N E W !

10
11

CASSETTE
ONLY

LEAGUE CHALLENGE
Manage your favourite football team your
way. No more matches lost because the man-
ager chose the wrong team or played a wrong
combination. Now is your chance to go for
Division One. Maybe even win the League
and Cup double. Who knows. you may even
find the manager's job is more difficult than
you thought.

N E W !

OUR PRICE E1.95 CASSETTE
ONLY

CLASSY CASSETTES
SPEED HAWK
One of Atar i 's last games for the 11-bil released
only a short lime ago at full price can now he
ours at budget price! A smoothly scrolling arcade

game in which you must defend the ring worlds of
your solar system from the menace or space pi-
rates. You alone can pilot the single seater fighter
to undertake the task of destroying the mutant
guardian that proilects the Beet of pirate ships
waiting to attack

Originally 1'8.95 O U R  P R I C E  E 2 . 9 5

BOULDERDASH
I f you had to name just a handful  of Atar i  classics,
Boulderdash would surely be among them. The origin-
al game of collecting jewels while aYoiding failing
boulders still has the appeal it had when first released.
Quality programming, great concepts and a lovable
character ensures that Boulderdash will l i e on fore-
ver. N'oo must have it in r nur  n l  led ii in

OUR PRICE just E1.95!
CASSETTES CASSETTES CASSETTES CASSETTES CASSETTES

Don't  for get if you don' t  have a di sk dr ive,  you don' t  have to miss out  on the fun i n  fact you pr obabl y have an even
bigger  choi ce! See the inside front cover  for  our  cassette otters whi ch i ncl ude these great games

TRANSMUTER KI KS TART *  180 S I DEWI NDER II *  GHOSIBUSTERS N I N A  *  ROCKFORD *  PROTECTOR *  ROGUE
* UNIVERSAL HERO *  HENRY'S HOUSE *  BOMB FUSION *  MILK RACE 3 '
,  G U N  L A W  *  
R E V E N G E  I I  
*  D E S P A T C H  
R I D E R

*  INVASION *  LOS ANGLES SWAT *  SPEED ZONE *  FEUD *  PANTHER
All these can be  your s fr om as l i ttle as 95p each - check the i nsi de fr ont cover  for  full  detai l s

4 4  1 $ 5 u e  5 9  ' N e w  At a r i User



LIMITED STOCK ITEMS

MIG ALLEY ACE SOLO FLIGHT
An aerial combat s imulat ion set A very neat fl ight s imulator, not
in Korea with 3D graphics, cock- as complex  as FS2 but s t ill with
pit ins trumentat ion, dif ferent sk ill the real teel of fl ying. Ideal to
levels and much more learn on belore try ing FS2 itselfl

DISK DI S K
O r i g i na l  pr i ce  -E141,95 O r i g i na l  pr i ce  . 114. 95

I_ I_ i r i v i  V C O  IR X  11_/ X  c 1 s 1 L
YINCLUDING NEW ITEMS NOT PREVIOUSLY LISTED

These items of software are new to us or are replacements for items previously sold out
Some are in short supply and may not be available again. Get them while you can!

ADVENTURES/ROLE PLAYING
HE ETERNAL DAGGER

Many cons ider the SSI role-play-
ing games to be among the best.
This  is the follow up to the best-
selling Wizard's  Crown

DI S K
O r i g i na l  pr i ce  , ( 2 4 . 9 5
OUR PRICE E13.95

J I N X T E R
An adventure from Magnetic
Scrolls, the team that set new
standards in adventure des ign
Requires 1050 or XF551 driv e

DI S K
O r i g i na l  pr i ce  1 1 9 . 9 5
OUR PRICE E7.95

G A M E S
E N C O U N T E R

Three-dimens ional high speed ac t ion in this  c lassic that has been
hard to fi nd for some lime. Based on Battlezone this  line arcade game
was the fi rst to have true 3-D and it outc lassed most other games
before and since. Experience one of the best games of all t ime now
before it  is  too late!

CASSETTE ONLY

-  T E N N I S
Great sports  tun either against
the computer or another player,
s ingles or doubles. All the shots
are here for top class action

RO M CARTRI DG E:
Nor m a l l y  ,C12.95

OUR PRICE E6.95

BLUE MAX
Everyone must have heard of this
World War Two 3-0 fl y ing
game.We no longer have the ROM
cartridge but this  c lassic can be
yours on disk tor a lowly sum

DI S K O N L Y
OUR PRICE E2.95

SP IN  DIZZY
Well known and highly regarded
game in which the aim is to explore
and map a 3-D world. Excellent
graphics and testing puz2les

Di sK o N L V
O r i gi na l  pr i ce .C9.95
OUR PRICE E4.95

SMASH HITS 7
Four great games - Colossus Chess
3, Electraglide, Blue Max and Alley
Cal. This sold Out very quickly last
time!

DISK
O r i gi na l  pr i ce E14 . 95
OUR PRICE E3.95

O U R  P R I C E  C2_95

STAR RAIDERS II
The original Star Raiders  updated
with better graphics  and sound. A
great follow up to an all t ime clas-
sic that set new standards

Rt C A N  I
-
K I I N ; F ,

Nor m a l l y  £ 1 4 . 9 5
OUR PRICE E7.95

SUN S TA R
The Sun Star is  the fastest and
most powerful craft ever built  aild
you must pilot  it  to recover crys-
tals from the solar grid. A s light ly
different arcade game.

DI S K O N L Y

OUR PRICE E2.95
PA C - M A N

Possibly the most well known ot all
computer games. Still a classic and
Still in demand

RO M  CARTRI DG E:
O r i gi na l  pr i ce 142_95
OUR PRICE £6.95

INTERNATIONAL KARATE
Atari owners waited years for this
and when it fi nally arrived everyone
raved over it. Still the best karate
game around.

DI SK
O r i gi na l  pr i ce C9. 95

OUR PRICE £4.95

WAR GAMES
NATO COMMANDER

You are commander of Nato arid
your task Is to defend Europe
from Soviet invasion. Top class
graphics, fi ve scenarios

DISK
O r i g i na l  pr i ce  £ 1 4 . 9 5
OUR PRICE E5.95

DECISION IN THE DESERT
Take command at the Battle ot El
Alamein, You can lead either s ide
in this  accurate s imulat ion f rom
the creators of F-15 Strike Eagle

DISK
O r i g i na l  pr i ce  E 1 4 . 9 5
OUR PRICE E7.95

DECISION IN THE DESERT
Take command at the Battle of El
Alamein, You can lead either side
In this  accurate s imulat ion from
the creators of F-15 Strike Eagle

•ASSE•1"1•1:
O r i g i na l  pr i ce  E  4 , 9 5
OUR PRICE E5.95
PANZER GRENADIER

A wargame of German armoured
infantry  on the Eastern Front.
Five his torical s imulations , sk ill
levels, joystick  control,  graphics

DI S K
( )r i s:anal  pr i ce  £ 1 9 . 9 5
OUR PRICE E9.95

F I E L D  O F  F I R E
From t h e  sands o f  North  Af r ica  and  the  beaches o f  Normandy t o  the bridges a t
The Roe ,  a n d  t h e  lo restS o f  Th e  Ardennes yo u ' ll lead  Ea sy Company in t o  the
crucia l batt les o f  World  War II T h is  fine tact ica l simula t ion is  h isto rica lly accurate
and requires good planning and execut ion to  recreale or a lter h isto ry. To heighten
the rea lism  a n d  immed iacy du ring  p lay,  sp e cia l attent ion h a s been g iven  t o  the
Hi•Res co lo u r g raph ics a n d  live ly so u n d  e f fects.

DISK ONLY O U R  P R I C E  E6_95

NIBBLER
Slinking through an unknown land Nib-
bler finds h imself  in  an iridescent world
of constant change. As  time g rows shod
his body grows longer and he r isks run-
ning Into himself,  Can he su rvive?

D I S K  O N L Y
O r i gi na l  pr i ce .C9.95

OUR PRICE JUST C1.95!!

FS2 SCENERY DISKS
WE HAVE A LIMITED

NUMBER OF SCENERY
DISKS IN STOCK
AT E14.95 EACH
- PLEASE PHONE

FOR DETAILS

SIMULATIONS

OUR PRICE E6.95
SARGON III CHESS

Regarded b y some as the finest chess
simulator of a ll. Nine leve ls from beg in .ner to  master. Ideal to  learn with  as the
manual teaches a ll the lundamentals o f
the game

DIM% O NLY
O r i gi na l  pr i ce £ 1 6 . 9 5
OUR PRICE E5.95

SOLD OUT
COLOSSUS CHESS 4

Cla ims t o  be  the  best  ch e ss p rog•
ram o f  a ll. Th e  w rit e rs o f  Sa rgon  i l l
wou ld  d isagree ,  bu t  the re  is n o
doub t h is is  a  t ine  ch e ss sim u la t io n
p a rt icu la rly f o r advanced  p la ye rs

C A S S E r i  1.: O N L Y
O r i g i na l  pr i ce  . CI 4 , 95
OUR PRICE E6.95

WE SUGGEST THAT YOU CHECK AVAILABILITY OF THESE ITEMS BY TELEPHONE
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GAMES
MOON PATROL
Your beat Sector Nine, home of the roughest.
toughest thugs in the galaxy. Great 30 graphics
and good music in this arcade conversion.
ROM N o r m a i t y  E12.95 O U R  PRICE E6.95

MISSILE COMMAND
Another of the all-time classic arcade games that
has you defending cities from missile attack. For
,
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ROM N o r m a l l y  f14.95 O U R  PRICE E5.95

ZAXXON
One of the all time classics for the Atari, Zaxxon set
new standards with its unique 3 dimensional battle-
field and great graphics
DISK N o r m a l l y  £9.95 O U R  PRICE E2.99

TAIL OF BETA LYRAE
Our A l  at Atari Software series says The ultimate
Scramble' clone with superb graphics and music"

A great horizontal s o
-
o i l e r
CASS O U R  PRICE JUST 99p

FIGHT NIGHT
Fight Night brings you all the thrills of the boxing
nng as you face the most brutal fighters ever in five
s
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ROM Normal ly  E14.95 O U R  PRICE £7.95

ZORK
One of the most famous adventures of all time
Classic Infocom in the original box and packaging.
A real bargain!
DISK Or t g ina l l y  E2995 SUPER PRICE E2.95!

BOOKS
EASY PROGRAMMING FOR
YOUR ATARI MICRO
This book went Out at print 3 years ago and we
have been searching for a replacement ever since
We are absolutely delighted to have found more
stocks of one of the best beginner's books ever
published.

NEW REDUCED PRICE E4.95

MICRO ENQUIRER
A large formal book that covers the world of micros
in general with some specific Atari sections The
book contains a lot of worthwhile background infor-
mation on home computing
Pub)isned price rl? 95 O U R  PRICE E2.00

ATARI ADVENTURES
An excellent book written by adventure expert Tony
Bridges covering adventures in general and show-
ing how you can write your own adventures
Pubtished price f5_95 O U R  PRICE E1.50

WRITING STRATEGY GAMES
If you are fed up with simple arcade style games
but are riot sure of the maths required in writing
'thinking games like chess here is a book that will
help you out.
PuNished price £5.95 O U R  PRICE E1.50

Here's the list of all the other items still in stock. Many of
these programs will be familiar but i f you want to know
more check out the past couple of issues where all of these
programs have been more fully described. Some real clas-
sics and some great bargains!

GAMES
ROBOTRON 2084
You're the only being left who can defend humanity
against the Robotron armies! You've got to move
quickly to rescue the defenceless humans
ROM Normally EI2_95 O U R  PRICE E6.95

US FOOTBALL
American Football is now a big craze in this country
and you can now play at home. Outsmart the
defence, make tackles, select plays and more
ROM Normally E12.95 O U R  PRICE E6.95

EASTERN FRONT (1941)
The classic war simulation by Chris Crawford that
astounded Atari users when it was released Based
on Operation Barbarossa on the border of Russia.
ROM Normally E 1 2 95 O U R  PRICE E6.95

SUPER BREAKOUT
Breakout was the original simple yet totally addic-
tive game and this enhanced version will provide
even more addictive tun. Needs paddles
ROM N o r m *  f9 95 O U R  PRICE E3.95

ONE ON ONE
Play basketball with two of America's top players in
this great sports simulation which features realistic
offensive and defensive moves
ROM N o r m *  EU 95 O U R  PRICE E6.95

CAVERNS OF MARS
Winner of one of the first Atari programming corn•
petitions, this was one of the first vertical scrollers
and remains much sought after - LAST FEW WITH-
OUT BOX BUT WITH FULL ORIGINAL MANUAL -

'DISK L O W  PRICE E4.95

KABOOM
Challenge the master bomber as he tries to bomb
you out of sight. Great fun, especially for the kids
who will love it
ROM N i n a ,  12 95 SPECIAL PRICE E2.95

RIVER RAID
One ol the classic scrolling games in which you
tight your way upriver, bombing and shooting ev-
erything insight.
ROM Ongi nal l y  E14•95 SPECIAL PRICE E3.95

MAXWELL'S DEMON
A simple yet challenging puzzle game which will gel
you totally addicted. In fact two games in one for
double the tun
DISK O n d t n a t I y  f9.95 O U R  PRICE E1.99

MR ROBOT & HIS ROBOT FACTORY
One ot the most famous platform games that has
you running and jumping over everything in sight. A
really classy game
DISK O r i gm a dy  f9.95 O U R  PRICE 0 . 99

STRANGE ODYSSEY
At the galaxy's rim, there are rewards aplenty to be
harvested from a long-dead alien civilization. Fabu-
lous graphic adventure
DISK Ongoal erre fl9 95 O U R  PRICE E7.95

APPLICATIONS
LETTER WIZARD
For those who need a little more sophistication in a
word processor. Letter Wizard gives you all of the
leatures you would expect
DISK Onginal Poce 119.95 N O W  E5,95

INVITATION TO PROGRAMMING 2
Entitled Wr,ting Your Own Programs comprises
TWO cassettes and TWO workbooks and does not
require Invitation To Programming 1.
CASS ° o r a l  Price C12.95 O U R  PRICE E2.95

MUSIC PAINTER
An exciting educational program that helps to teach
music by using colours instead of notes. For chil-
dren or adults alike
DISK Ongiriallfy r14.95 O U R  PRICE E7.95

MACRO ASSEMBLER
The Macro Assembler will allow you to create your
own machine language games and applications 5
times taster than with the Assembler Editor
DISK N o r m a l l y  E19.95 O U R  PRICE E7.95

PLANETARIUM
A fascinating look at the heavens. Over 1200 stars,
88 constellations, the solar system arid more than
300 deep-sky obiects are depicted -1050 DRIVE
ONLY - please state when ordering if you have a
US Doubler
DISK N o r m a l l y  E16.95 O U R  PRICE E 6.95

PROOFREADER
Users of Atanwriter will be delighted with this, the
long lost spelling checker for the Atariwriter car-
tridge!
DISK O U R  PRICE E5.95

MASTERTYPE
Now anyone can learn to type whilst playing a
challenging game One of the original 'game based'
typino tutors and a bargain priced ROM
,ROM R R P  E14.95 S O L D  OUT

BASIC CARTRIDGE
Some programs. especially sorne early public do-
main programs won't run on the XL;XE but they will
if you plug in the old version of Basic.
ROM O U R  PRICE E3.95

EDUCATION
JUGGLES RAINBOW
A first computer experience for children aged 3 to 6
that teaches the concepts of above, below, left and
right plus letter recognition
DISK/CASS O U R  PRICE E5.95

JUGGLES HOUSE
Another for 3 to 6 year olds teaching the concepts
of inside, outside, upper and lower with Juggles'
House and Toyshell.
CASS O U R  PRICE E5.95

SPECIAL OFFER PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST £9.95!
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SHOW REPORT

ECT AUTUMN
Damon Haworth
takes the long
trek South to see
how the trade
view the future
of  the ST
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of London with the Syke Compu-
ter people last Spring we went -

again to the European Computer  Trade
Show in September.  Same business cen-
tre and same blue bit of the Monopoly
board only this time we were VIP's! I
rather hoped that this would mean entry
to interesting seminars and much fore-
lock touching but no. What it did mean
was free coffee and biscuits at will in a
special lounge.

T
h
e  
b
i
g  
n
e
w
s  
f
o
r  
t
h
e  
A
t
a
r
i  
l
o
v
e
r
s  
i
n

this world was the unvei l ing of
the Falcon accompanied by a

seminar that unfor tunately I missed
owing to the fact i t started too early lot
we Northerners to get to. Still the Atari
stand was there and it had one on view. I
walked all the way round the stand look-
ing for this new beast and all I could see
was a 1040_ Then I looked again and saw
the logo was in rainbow colours. This
was it. the new machine! I felt it was
rather cunning to disguise it from any
Commodore eyes this way so I stood and
watched the demo program.
The program was a picture display

showing several GIF type files in good
resolution but there was nothing else of
note here. I  went to find a representative
to chat to and eventually found someone.
They were very friendly and I even got

colfcc from them. I then discussed things
Atari. Firstly I approached the Falcon vs.
ST problem. The official line from Atari
UK seems to be that the ST still has a
long term future and that it is seen as an
entry level machine for family computing.
This is evidenced by their new aggressive
pricing policy and bundl ing of the family
curr iculum pack. The Falcon is not an
upgraded ST despite sharing the same
style of box and allegedly being compati-
ble with most ST software. The Falcon is
a thir ty-two bit machine with multi -task-
ing capabilities. I t is almost capable of
delivering the full PC VGA colour specifi-
cation and when compared to the AMIGA
600 has much more versatility and style.
The machine looks very good with quite
advanced specifications. which by now
all will have seen in all the press releases
so I shall not bore you again with the
details. Unfor tunately there does not
seem to be a software base of great depth
for it.
To my mind this is what the ST should

have been but I am not sure l i l t is not a
little late for its Atari's salvation. On the
other  hand with my 1040 going on the
bl ink again. It would not go amiss should
Atari wish to prove me wrong and send
me one to use for a while!
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from the Atari stand were on the
Lynx side. I  had the opportuni ty

to try the new NFL Football release and
that was a sizzling good game. The col-
ours and play designations were strong
and the teams were statistically accurate.
I received information on other  Lynx re-
leases imminent within the next four  or
live months including Eye of the Behol-
der. I felt that was an adventurous and
brave leap for a hand held and i f it is at
all playable would make a Lynx well
worth buying. The game is very good on a
desk top machine and takes the
Dungeon Master  system several stages
beyond the basic 3D generation we are
used to. In the midst of blast 'ern and

splat 'cm from Sega and Nintendo It
seems that the Lynx has the chance to
come of age next year.
Other titbits from the computer  world

came from Microprose and Psygnosis_
Psygnosis have unveiled Lemmings 2
which promises bigger and better sprites
and a slightly different gameplay. This
was to be a special display on the Tues-
day of the exhibition and,  sadly, owing to
real work I could not stay so long. Mic-
roprose on the other hand did point out
that they were 85 to 90 per cent certain
to br ing Civilization out on the ST. This is
still only a maybe despite the fact that
certain large magazines have stated it for
a certainty.
The most worrying part of my discus-

sions seemed to be a consensus with the
software writers that ST support could
well fail soon and that the impetus to
create even conversions was falling_ The
other somewhat perturbing thought they
were shar ing was that they were not
rushing to support the Falcon unti l  Its
sales showed it to be worthwhile. I sug-
gested that It needed the software sup-
port to break into the market and re-
ceived nothing more than sage Catch 22
nods.

I c a m e  away from the show feeling
somewhat despondent for the future
of the Atari world, al though the new

multi media world was seen to be beck-
oning with loud noise and flashing lights.
One final thought from Microprose and
Sierra on Line was they foresaw no prob-
lems with PC suppor t for the next eight-
een months or more but both felt that
Amiga support would fall sometime in
the next six to twelve months_
Do not despair for hardware is becom-

ing media lead and surely, as the Atari
representatives pointed out,  with nearly
three quarters of a million users out
there the ST will not fold overnight_ Keep
the flame burning and a demand going
and then there will still be ST software
available
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Flight Simulation

OSCAR DELTA ONE Hi
CLEAR FOR TAKEEOFF?

F o r  ages now ST flight simulation
fans have been treated to a seem-
ingly unendi ng stream of air com-

bat simulators,  all very similar except for
the type of aircraft they portray. A320
Airbus from German software house Tha-
lion breaks the pattern by providing a
simulation of a civil airliner. That's right
- no guns, missiles, or  "bandits at ten
o'clock, high!" fur once. Thi s program is
all about taking off, flying from A to 13,
and landing safely with the MI NI MUM of
excitement! Sounds boring? Well, it all
depends on your  point of view.
When designing the program the author

consulted Lufthansa (who operate
A320'sl. Deutsche Airbus (who help bui ld
them), and Jeppesen Germany (produc-
ers of radio navigation charts for the
world's airhnes) to ensure the program is
as realistic as possible. Wi th all that
heavyweight input you'd expect the prog-
ram to be pretty good, wouldn't you?
Well, you'd be right • up to a point.

UNEXPECTED
SURPRISES

Airbus is beautiful ly packaged, and the
box includes some unexpected surprise
items. As well as the instruction manual
and one double sided program disk you
also get a large high quali ty colour poster
showing the flight deck of a real A320
Airbus: a set of High Alti tude Enroute
Charts: and a set of ILS (Instrument
Landing System) Approach Charts.  These
are genuine Jeppesen charts as used by
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professional pilots
- how's that for
realism?
Thc 230 page

manual  is gener-
ally well pro-
duced, and has a
couple of tutorial
sections as well as
the usual  nitty-
gritty detail.
These talk you
through a basic
training flight and
another  using the

radio navigation charts and radio aids -
exactly what's needed to get you quickly
familiarised with the simulator's main
features.
However, the manual  does get a little

confusing in places. It's written for the
Amiga (hack, spit!) and a couple of
keyboard controls are different on the ST,
but you're not told this anywhere. These
are for changing the preselected heading
on the NAV-2 radio: <ALT-left> and
<AMIGA-left> keys on the Amiga become
<O r  Home> and <insert> keys on the ST
keyboard. Even worse, the ST version of
Airbus is supplied on ONE disk not two
as described in the manual ,  so don't
panic about being a disk short (as I did!).
You can't back up the Pilot Log disk
before use as instructed as there isn't
one, so back-up the program disk instead
- this also holds the Pilot Log. An update
sheet for the manual  was included, but it
didn't mention these points anywhere.
Black mark.  Thal ion!
As with the flight combat simulators

Airbus has a scenario - you're a new pilot
and have to work your way up through
the flight crew ranks. But here you don't
get promotions by kill ing people - you
achieve it by NOT killing them. i.e. by
flying safely! I f you do you'll gain promo-
tion front Student Pilot up through Pilot,
Senior Pilot. Commander ,  to the exalted
rank of Chief Pilot, In real life it can take
18 YEARS to reach this position. but
hopefully you'll do it more rapidly in this
-simulation!
You progress by making a number  of

successful Duty flights, on which your
performance must satisfy certain pre-
scribed criteria. You must land at the

airport stated in your flight plan, and
your  touchdown on the runway must be
within tight limits, Aircraft pitch. roll.
heading. rate of descent, and touchdown
point must all be close to optimum. Your
fuel reserve must be correct too,  ideally
you should land with just 25001(g re-
maining. This means you have to calcu-
late your  fuel requirement and usage
pretty accurately when doing your flight
planning.

RANDOM
WEATHER

To make the harder the program sets
random weather conditions on Duty
flights, with worse conditions the higher
your  rank. Also, you have to be capable
of flying using fewer autopilot functions
as your  rank increases, unti l  as Chief
Pilot you must be able to take off, fly. and
land Airbus entirely unaided.  Not easy!
Promotion is achieved by scoring at

least 75% against the criteria mentioned
earlier on a special Qual ification flight.
Once in a rank you maintain your posi-
tion there by taking a Standardisation
Cheek flight for every four  Duty flights
completed. The pass mark here is 66%,
so you need to maintain a reasonably
high standard or face demotion. Your
progress is recorded on disk in the Pilot's
Log for use in future sessions.
On starting the program you meet the

Flight Controller, who asks you whether
you're on a Training or Duty flight, the
latter counting towards your career prog-
ress. You then have to file your flight
plan, which involves specifying your de-
parture and destination airports, time of
departure.  number  of passengers and
weight of freight on board, and weight of
fuel to be loaded. You can also choose to
fly under  Visual Fl ight Rules o r
Instrument Fl ight Rules (IFR). for clear or
cloudy weather respectively, Choosing
IFR takes you to a Weather  Briefing
SCITVII. where you're told (or can set)
cloud base and top heights. There's no
provision for wind velocity or  turbulence
though,  which is a pity. Then,  it's out to
the aircraft to begin your flight.



INTO THE
COCKPIT

Your view f rom the cockpit  is  the usual
one - ins t rument s  in the lower part  of the
screen and the outs ide v iew above them.
I ns t rument at ion looks a lit t le s t range at
fi rst,  but  you have to remember the Air-
bus  has many  t radit ional av iat ion ins t ru-
ments  replaced by c omput er displays.
The ST version isn't  quit e the same as
that  s hown in the manual,  as a few of  the
features have been lef t  out.  However,  ev-
ery thing you need is c learly  displayed.
There's  not  muc h to see outs ide - jus t

part  of  a tax i t rack  and the runway
threshold at t his  stage. Views  t hrough
the left and right  s ide windows  (the only
other v iewing opt ions) don't  s how muc h
more either.
Af ter s tart ing the two engines, set t ing

y our radio nav igat ion equipment  for the
appropriate beacons, and lowering the
flaps and slats to their takeof f  posit ions.
you tax i the short  dis tance to the runway
threshold,  us ing mouse or joyst ick for
control.  Then af ter lock ing the course
Into the autopilot ,  you wind up the en
gines to full power and roar down the
runway .
Once off  the ground you pitch up to the

required c l imb rate, ret ract  the landing
gear, and t urn on the Elec t ronic  Flight
Cont rol System. This  makes  sure you al-
ways stay wi t h in  the Airbus 's  recommen-
ded fl ight  envelope by automat ically  con-
t roll ing pitch and engine power to pre-
vent s talling.  There's  also a 'Hold Speed''
funct ion,  whic h makes  the Airbus  fly at a
selected t rue airspeed by cont roll ing en•
gine power as required.  When you reach
c loudbase the outs ide v iew fl ickers and
flashes before being blot ted out  by the
cloud,  jus t  as in real life. Nice touch.
Scenery detail is v irt ually  non-ex is tent .

The land is flat, broken only  by rivers,
lakes, and the sea, plus  shaded areas
used to represent  towns,  and the airports
themselves - no roads, buildings ,  moun-
tains, or any thing s imilar appear.  This
makes v isual nav igat ion very diffi cult ,  so
you have to rely on radio aids, whic h is
what  happens  in real life anyway.  You
have VOR and ADP' radio beacons, plus
the DME and ILS aids ment ioned earlier
at y our disposal.  Wit h these you can
navigate any where '  as  long as you k now

how to read the Jeppesen charts
provided.

NAVIGATION
CHARTS

Long range nav igat ion is  handled us ing
the Jeppesen High Alt it ude Enroute
charts.  There are four of  these, covering a
large c hunk  of  Western Europe between
them. At fi rst  s ight  they look f rightening-

ly complex,  as t hey show all the major air
routes, radio beacons (almost  330 of
these!), and radio f requencies for the
given area. You use them to work  out
y our route f rom departure point  to des-
t inat ion via the radio nav igat ion system.
whic h takes a fair bit of  pract ice to do
successfully.
When close to your des t inat ion you need

to use the Jeppesen ILS Approach
charts.  These show the layout  and
approach pat t ern for every airport  in the
s imulat ion,  of  which there are about  90.
Like the Enroute charts  these are essen-
t ially  the real thing.  so you're us ing the
tools a real pilot  uses. You can manage
wit hout  t hem though,  and leave all the
hard work  to the autopilot .
The Airbus  has an amaz ing autopilot

system, I t  can automat ically  fly the air-
craft t hrough a complete approach and
landing pat tern - wi t hout  the pilot
t ouching the controls.  I t  uses the ILS
radio aid ins talled at all major  airports  -
you jus t  have tu t une the Airbus 's  navi-
gat ion radio to the correct  ILS f requency
and the Airbus  will land itself!
Actually ,  Ws not  quite that  s imple.  It 's

by John $ Davison

st ill poss ible to crash when doing a fully
automat ic  landing if  you're not  careful.
The manual  is a lit t le confused on the
subject  - I t h ink  it  lost  something in the
t rans lat ion f rom German - but  there
seems to be a "dead zone" around the
airfi eld ins ide whic h you mus t  not  init i-
ate the automat ic  landing sequence. I f
you start  at least 8 miles  out  (as indi-
cated on the Airbus 's  DME (Dis tance
Meas uring Equipment ) radio you should
be OK.
I f ound my  long experience fl y ing Sub-

logic's Flight  Simulat or  2 a great  help in
fl y ing Airbus,  part i-
c ularly  hav ing read
J onat han M Stern's
book "Fly ing On In-
s t rument s  wit h
Flight  Simulat or"
(f rom Compute!
Books), whic h ex-
plains  all the eon
cepts in great  de-
tail.  They  apply  just
as muc h to Airbus,
so if  you can handle
radio nav igat ion in
FS2 you' ll have no
t rouble here.
Airbus  makes a

nice change f rom all those fl ight  combat
s imulators .  However,  I f ound it  rat her
weak  on the sound and graphics  f ront
and felt  it  didn' t  really  do muc h that  t he
Lear Jet opt ion in Flight  Simulat or 2
can't do.  True,  you get the fancy auto-
pilot  approach opt ions  and the challenge
of  earning promot ions ,  but  I s t ill t hink
FS2 takes some beat ing in terms  of facili-
ties, realism,  and part ic ularly  graphics
wi t h its wonderf ul 3D scenery and view-
ing opt ions.  I f  you're into s imulat ions
you' ll certainly  fi nd Airbus  absorbing and
challenging,  but  seasoned FS2 users may
cons ider it doesn't  of fer enough unique
feat ures to warrant  buy ing.

A320 AIRBUS
M a l l o n
E39.95

Reviewed by John S Davison
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U p g r a d i n g

THE BUTTER TRUTH
(or how to give your ST go faster stripes)

THE HISTORY BIT
You've probably  come across the fact by now,  that  the ST's

s tandard video chip isn't  what  you could describe as breath-
tak ingly  quick  by any stretch of  the imaginat ion.  I ts  f rame up
date and ridiculous ly  s low way that  it  ins is ts  on up dat ing the
screen is all due to the fact that  Atari brought  their desktop
(you k now the one, l ime green bac k ground and awe ins pir ing
icons) of f  the shelf  f rom Digit al Research.
This  seemed alright  but  it  was writ t en In C and so the screen

updates  and redraws  were painfully  s low at t imes.  Not ic ing
this  problem.  Atari decided to ins tall our  f riend the Blit t er chip
(Block Line Trans fer chip) to help the ail ing GEM do its screen
updates. What  it  does. in  layman's  terms, is  takes large
chunks  of  the screen and shif ts  t hem about  as blocks ins tead
of  indiv idual pixels  as GEM normally  does. This  results  in
Incredibly  quick  screen updates  and no more of that  annoy ing
window scrolling fl icker.

THE PURCHASING BIT
At the 3rd 16 bit  fair at Alexander Palace I met  a rather

interes t ing fellow by the name of Bradley  Koda. l i e  runs  a
company  called BEST electronics that  have been keeping all
those twiddly  lit t le bits  for the Atari for the past 9 years. So
good is  he that  even Atari come to h im for spares! You can buy
any t hing you could ever want  for your favourite computer f rom
ROM for the legendary  PONG game to a cont ras t  potent iometer
for the LYNX to a complete TT 030 in bits.
I only  wanted a Bl i t t er chip after seeing how cheap he was

selling them for. $40. 00 (appmx. .E26.00).  For mv  upgrade to
the Mine r  I needed a surface mount ed (SM) socket to go onto
my mot herboard whic h he said he didn' t  have because Atari
have only  just  s tarted shipping motherboards  wit h SM chips. (I
bought  mine back at the end of  '89 and it  is  a Rev. D
motherboard. )
There are many  dif ferent  types of  ST motherboard,  about  nine

at the last count ,  not  c ount ing STE's whic h has  about  f our
dif ferent  types of  as own.  Some have PLCC connect ions,  the
ones wi t h  the pins  c oming down.  and the others  have SM
connect ions wit h 64 small solder pads on the mot her board.
After sending Brad a let ter I received a nice fat let ter about  8

days later wit h the schemat ics for a Mega 1 ST which he said
had the same k ind of  c ircuit  layout  as mine but  in a dif ferent
order if  that makes  any sense. He told me that  he had received
a very l imit ed supply  of  the SM sockets and had a 1040 STF
label for me as well whic h I had ordered.
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THE  NERVE RACKING BIT
My f riend Ben always goes whit e when I ment ion that  I am

t hink ing about  doing something techie to my  ST. i f  any of  you
have seen the Star Wars  t rilogy then you wi l l  k now what
damage a light  sabre can do to a human being - a soldering
iron is not  dis s imilar when used ins ide an Atari!  The procedure
of  ins talling the Blit t er chip is an easy one but  one that  needs
a steady hand,  a wil l  of  iron, a bit  of  know how and a hell of  a
lot  of  patience.
Bradley  Koda said that  the ins tallat ion would be easy if  I

followed the schemat ics  and t raced the two soldered short  out
pads to the BLIT _INT connect ion on the 68000.  This  all sounds
ridiculous ly  diffi cult  but  i f s  not because what  he is t alk ing
about  are two sets of  very small ' 'D" shapes soldered together
across their s t raight  edges. Two minut es  later and armed wit h
a solder sucker borrowed f rom the lab technic ian at  school
had removed both blobs of  solder wit h the help of  a soldering
iron and a steady hand.
Now comes the nerve jangling bit.  What  I needed to do was to

solder the SM socket to the top of the mot her board. Sounds
s imple doesn't  It! There's  only  64 ult ra small and inc redibly
fi ddly legs to solder to equally  imposs ibly  small solder points.
The legs are bent  round under the socket and have to be
soldered t hrough cut  out  sect ions in its  base. Well every t hing
went  well and the socket was soldered down (albeit  a tad skew
whif f ) and cont inuit y  checked.

Next came the insert ion of  the Blit t er chip.  carefully  lined up
and then pushed home wit h gent le shove. I t  didn' t  look right
so I removed it  and replaced it .  only  this  t ime wit h a lit t le more
force. As any  technic ian knows  a good poke and a shove does
wonders !  The only  t hing left was  to t urn the machine on and
pray.

THE RECKONING BIT
Armed wi t h a pair of  nt hber gloves and welly  boots I carefully

t urned the c omput er on. Well the power light  came on and
then the drive light .  So far so good! Af ter a few nerve jangling
seconds the faithful l ime green piet y  popped up.  Well t hat  bit
works  alright !  The mouse moves and then the real test, t he
screen update.  a tentat ive movement  int o the menu bar
showed the Desk menu and then File.  View and fi nally  Op-
tions. At  the bot t om of  the Opt ions  menu below Print  Screen.
Set Preferences and Save Desk top is the word Blit ter.  Cl ic k ing
on t his  puts  a t ick  next  to it  and t hen you're [fl it ter powered.
Drive boxes appear quicker the screen ref resh is  muc h c leaner



and the menu bar and drop down menus  fairly  sprint  along.
Couple this  to the use of  a screen accelerator and you begin to
see the advantage to hav ing a Blit ter.  Now that  S M S  has a
blit t er chip extension it  makes  a nice powerful c ompanion to
have on your side in the cold c ruel world of  computer program-
ming.
Accpmpany ing this  art ic le is a series of figures taken f rom

Quick  ST 3 s howing the increases by the use of  the mac hine
wi t h  and wit hout  the Bht ter and wit h and wit hout  Quick  ST.

Low Medium High
100(Y0 100'

)
/0

100%
102*/0 103% 103%
100c/o 100c/o 100c/o
100c/o 100 c/o 100c/o

TOS TEXT 416% 363% 328%
TOS STRING 1780c/o 2037% 1364c/o
TOS SCROLL 105c/0 105c/o 105c/o
GEM DIALOGUE 123c/o 257c/o 271c/o

Low Medium High
115% 108°/0 110%
112% 108'/o 109%
129c/o 130% 134%
148c/0 129c/o 132c/o

THE WARNING BIT
Every thing was t ickectyboo unt i l  approx imately  f our months

later when I t urned the ST on af ter school one day and moved
Into the menu to do something and not hing happened apart
f rom the t it le invers ing.  Well as
you can guess a few uns ight ly
words  where said and the top
came off  the ST in double t ime.
Tapping the Blit t er did nothing.
more swearing did nothing.  Giv-
ing in did more good and ST in
hand I t rudged of f  to the local
c omput er repair centre. There
they crit ic ised my  soldering and
said they could not  fi nd any t hing
wrong (probably  didn' t  even
k now what  they  where look ing
at!) but  they s t ill charged me
over E,16 for telling me what  I
already knew.  So out  came the
soldering iron again and of f  came
the top. out  came the Blit t er and
in went  the soldering iron and
cont inuit y  tester. Thirt y  minut es
later I had a fully  work ing ST
wit h Blit t er chip fully  operat ion-
al. jus t  shows you what  can be
done if  you put  your mind to
What  was ac tually  wrong was
that  one of  the contacts on the
SM socket had worked loose and
so the computer was hanging
when data was received due to
the loose contact.
A problem that  has arisen twice

since I've had the mac hine is
that  t hin vert ical black  lines
appear and won' t  go away.  A
helping smack on the top of  the
casing about where the Blit t er is
remedies the problem and that  is
the only  problem that  I've had
wit h it  since put t ing it in.
The Blit ter is only  supported by

versions of TOS 1.2 dated
22 / 04 / 1987  or later.  Any t hing
before this  wil l not  have the code
to operate the Blit t er chip in it.
Also check what  sort  of  socket
you need. you never k now you
might  have a socket jus t  begging
to be fi lled wit h a rat  juicy  Blit t er

THE REFLECTION BIT
I hope that  ! hav en' t  put  you of f  the idea o i a Blit ter.  I f  you

st ill want  to have a Blit t er and don' t  led brave enough to
c ommit  yourself  to soldering iron then the Atari Workshop
(0753) 832212 can supply  and fi t  it  for about  140 which isn't
had and they ' ll guarantee the work  too (can't be bad!)
Any of  you out  there that  want  any more inf ormat ion either

writ e to me at the address below or contact the Atari
Workshop.

Nicholas  Bav ington
8, By ron Drive

Ne wport Pagnell
Bucks

MK.16 8 DX

SPEED COMPARISONS
1. TOS 1.2

TOS TEXT
TOS STRING
TOS SCROLL
GEM DIALOGUE

2. TOS 1.2 with

TOS TEXT
TOS STRING
TOS SCROLL
GEM DIALOGUE

3. TOS 2.06 (ROM Upgrade)
BUTTER ON

TOS TEXT
TOS STRING
TOS SCROLL
GEM DIALOGUE

4. TOS 2.06 (ROM Upgrade) with Quick ST v3.05
BUTTER ON B U T T E R  OFF

Low Me dium  H i g h  L o w  Medium  H i g h
416c/o 3 6 3 %  328c/o

1780c/0 2037c/o 1364c/o
103c/o 103c/o 103c/o
121 c/o 237c/o 2 4 1 %

BUTTER ON B U T T E R  OFF

Quick ST v3.05
BUTTER ON B U T T E R  OFF

Low Medium  H i g h  L o w  Me dium  H i g h
468°/0 384c/o 353c/o 4 6 8  c/o 384c/o 353c/o

1941% 2115c/o 1433% 1941 c/o 2115% 1433c/o
134c/o 135c/0 138c/0 1 3 2 %  1 3 2  c/o 136c/0
180c/o 302c/o 325c/o 1 7 9 %  2 8 2 %  293c/o

BLITTER OFF
Low Medium  H i g h  L o w  Me dium  H i g h

100a/0 1 0 0 %  9 9 %  8 7 %  9 3 c / o  9 1  c/o
100% 1 0 0  c/o 9 9 c / o  9 1  c/o 9 5 c / o  9 4 c / o
100c/o 100c/o 100c/o 7 9 c / o  7 8 c / 0  7 6 c / o
100c/o 1 0 0 %  100c/o 6 6 c / 0  7 6 c / 0  7 4 c / o
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set, t his  is an arcade adventure
wit h many  memories  of  Impossi-

ble Miss ion about  it. On fi rst opening the
box the buyer would be forgiven for
t hink ing that  a deep and meaty  game
was await ing them.  There is a thick
manual  ready for digest ing and only  the
Iwo fl oppies to use. The booklet  does
tend to be a four language af fair and as
such cuts reading t ime down enormous -
ly. The manual  takes some t ime explain-
ing how to ins tall to a PC and not  unt i l
you search the box f urt her are you pre-
sented wit h the s
-
r  m o d e s .  
T h a t  
i s  
t h
e

whine about  mult ip le format  packaging
out  of  the way.
The game has a s imple but  int r iguing

plot that  reads like a Man front Unc le
storyline. A secret laboratory  in Singa-
pore has suffered technical f ailure and
the Neogen f ormulas  have created a
super mons ter that  is tak ing over the lab
and wil l  then probably  begin a world
dominat ion campaign.
The play ing v iew is a top down 3D one

that  those who k now the Ul t ima games of
the early eight ies wil l be f amil iar with.
Admit t edly  the graphic  style has  im-
proved great ly  since those days but  un-
fortunately  my  feelings toward t hem have
deteriorated.  The top down root less room
approach has always felt somewhat  un-
wieldy  to me and seems to leave a lack  of
prec is ion in the movements  of  the con-
t rolled character.  Hav ing said that  some
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Publisher.
Price:
Reviewer:

D/GENERATION
Minciscape
£24.95
Damon Howarth
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of  the most  popular
games of late have
employed this  mode
so the c rit ic ism wil l
probably  disappear
in a puf f  of blue
smoke.
A joyst ick would

seem t o be the ideal
way  to cont rol the
game alt hough
keyboard input s  are
acceptable. This  con-
t rol always  feels
s light ly  uncertain
wi t h some of  the t rig-
gering of switches re-
quir ing quite fi nicky  act ions. Mos t
switches are large yellow t riangles  whic h
need runn ing over to activate. t I nf ort un-
ately they give no real feedback unless
the switched object is in the same room
as the charac ter then the on/ of f  effect
can be observed. This  seems reasonable
as a precept  but  the switches do not
seem placed in s ituat ions  whic h offer any
c lue as to t heir funct ion.  An example of
this  rather unf riendly  interface is seen on
the very fi rst  screen where the t rick  is to
disable security  lasers wit h a switch on
the other side of  the room.  Alt hough I
accept t hat  the intent ion here is to allow
the player to dodge the beams and prac-
tice t iming moves, as an init ial problem it
is f rus t rat ing.
There is a l imit ed conversat ional system

wit h a menu of  quest ions or respon-
ses to use when interrogat ing indi-
v iduals.  Unl ik e some other auto re-
sponse games this  one seems linear
and answers  seem to be more styl-
ised and not  t erribly  realis t ic  in
tone. I n some ways the user inter-
face reminded me of the wors t  style
of  Sierra games. I did enjoy meet ing
the Neo Gens which serve as the
creatures  since it  fi nally  explains
where the ball t hing in the Prisoner
came f rom!  The hero has several
weapons  to fi nd and muc h shielding
to hand
Once a room has  had its denizens

of  death destroyed the player needs to
move his  character over all ducts  and
doors to seal t hem and then the surv iv -
ing humans  will appear.  to be guided out
of a safe exit. It is  possible to interrogate
these surv ivors  and obtain f urt her clues
as to the whereabouts  of  the fi nal crea-
ture.  This  is the ent ire game and

"  another adven-
ture type g a m e "

alt hough the variety in bad guys adds to
the novelty  of s ituat ions the play becom-
es repet it ive and the obscure joyst ick
moves become tedious  and f rus t rat ing.  I
Found myself  going to the keypads more
and more in order to maint ain some con-
t rol over the errant  hero.  Somehow I just
could not get int o the game and did not
fi nd it gr ipping or. af ter the first couple of
screens, rivet ing enough to wish to con-
t inue to the end.
Graphically  it  is reasonable alt hough

not  the highest  calibre the ST can man-
age and it  has  l imit ed sonies. The game
mus t  have some redeeming features if
only  in the fact that  it  of fers another
adventure type game for the ST. I t  is
not iceable that  the Ams t rad PC s tarter
packs offer this  as one of  the free games
wit h the system so there should be some
playabilit y  here. Alt hough a very polished
produc t  it  does not  seem to be one of  my
*must buy ' releases of the year. I f  the
style of  game interest  you and you were
an Imposs ible Miss ion fan then by all
means  look at this .

•  S I G HT &  SOUND Y e s  it has both but
neither are up to the minute technology
stretching events

•  GAMEPLAY H a r d  to come to terms
with.  Me control mechanism needs
some work

•  OVERALL - Quirky  game, not  my  im-
mediate favourite. v iew before buying!
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the ECT Show this  Spr ing  A
Psygnosis sport  management

game t ied in wi t h one of the best US
athletes current ly  winning gold_ The
game comes wit h the at t ract ive packag-
ing normally  associated wit h the com-
pany and the blurb gives promise of
three variants  of gameplay. This  game
comes wit h the Amiga screen shots on
the back and I am beginning to wonder if
they ever bother to prev iew these games
on the ST. Remember the old days when
ST shots were supreme?
The game is a mul t i  player game or a

s ingle player versus machine entertain-
ment_ the object of  which is to select and
t rain a nat ional team and t hus  enable it
to win more gold medals  than the others
In the five event championships .  The
pleasant  and somewhat  unique angle
this  game takes to athlet ics  is that  the
whole may  be played as a management
game or as an arcade wigglethon or as a
c ombinat ion of the two. The whole con-
cept is  wrapped up in the s t rong Psygno-
sis graphics  that  regular players have
come to expect.
Alt hough it  is possible to run in any  of-

the three modes  the full mode is probably
the mos t  sat is fy ing and, s ince it  involves
the same act ions as the sub modes. I
shall run  t hrough this  only. Firs t ly  it  is
necessary to choose your country .
achieved t hrough a mous e cont rolled
'point  and c lick  on the flag' rout ine whic h
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THE CARL LEWIS
CHALLENGE
Psygnosis
£25.95
Damon Howarth

1

S P O R T S

can become a lit t le
confus ing at limes .
When up to four
players have been
selected the t raining
mode starts.
A short  lis t  is  showit

and it  is up to the
manager to select
those members  of the
team that  show most
promise and liken
hood to improve
under the t raining
schedules to be set
up. The manager has
five weeks to upgrade
and hone the compet itors  and care mus t
be used neit her to under nor over t rain
any  one person.  Both these mis takes re-
suit  in lomi  loss and in the case of  over-
t raining a chance of  injury .  The athletes
need to progress in f our dif ferent  areas -
agility ,  speed, power and s tamina.
Obv ious ly  it is  necessary to decide whic h
events the various  indiv iduals  wil l take
part  in  before s tart ing their t raining.
Sprinters  need totally  dif ferent  sk ills  to
high jumpers  for instance. Happily  the
t raining schedules do not  jus t  ask you to
select one of  four at t ributes  they ac tually
demand that  the style of  t raining be de-
cided_ For example do you use isotonies
or isometrics  wit h your javelin t hrower?
Does your sprinter need accelerat ion
t raining or is it  bet ter to give ballis t ic

s t retching exercises? Other ques-
t ions that  need answering are those
such as should the t raining mode be
a one off  or a regular one? How hard
should it  be pract ised and how long
per session should it be?
Help is given in the f orm of  per-

tonnance graphs  for each team
member and comparat ive s lats
al low the manager to judge the
effects of  the t raining.  This  is prob-
ably  the most sk ilf ul part  of  the
game, and in fact in the manage-
ment  only  fact ion complet ing this
session puts  your athletes on an
automat ic  compet it ive mode us ing

t heir stats only.
The compet it ion can be arcade based

and may  be stand alone (in this  case the
team members  only  have average stats
thus  mak ing the player work  harder).
Most games are cont rolled in the same
vein as all the other Olympic  games type
software, only  in this  there is the opt ion

THE CAR LEWIS CHAILINE
; ; W • O  A i l l A I W
7 1 1 : 1 1 3 .

P O “ • •  a n • t m l
. • • • •
• • • • • • 0

"  less frantic
wiggling"

to wiggle the mouse left and right  rat her
than the joyst ick. The graphics  and ani-
mat ion dur ing these features are superb
and look  as t hough they have been de-
veloped f rom long studies of  athlet ic
styles. There seems to be less f rant ic  wig-
gling in these games if  only because there
is more emphas is  on the rhy t hmic  use of
the apparatus  rat her than the brute
power seen in many  comparable works.
Each event needs qualifi cat ion s tandards
to be reached and then wit h ent ry  into
the fi nal the poss ibility  of a medal be-
comes realist ic.  The actual gameplay
feels s uperior to many  other games avail-
able at  present.
Overall this  game is f un alt hough I fear

it may  have a limited length of  appeal.
Once the ult imat e t raining schedules
appear then new goals need creat ing.  I
enjoyed this  game but  s omehow the ele-
ment  of  t rue immers ion in the fate of  the
players  seemed to be miss ing.  Perhaps
the mult i  player version is s t ronger and
offers a bet ter challenge? Certainly  a hit
wi t h  armc hair  athletes but  for the less
enthus ias t ic  I am not  sure.

•  GAMEPLAY - Takes some gett ing into
and then becomes a t rifl e repet it ive

•  S I G HT AND SOUND - The graphics
are strong wit h good digit is ing early.
the fx  are good and opening tracks are
strong

•  OVERALL - One for the enthusiast  I 'm
not sure i f  it wi l l  have mass appeal
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(GM), and I promised to get hold of some GM hardware to
find out how it performs. Well, thanks to Jim Corbett of

Yamaha Kemble Music I managed to borrow a Yamaha TG100
General MIDI  expander module. At i...'349 it's classed as a
budget level instrument.  hut as we'll see it offers a lot for the
price.
The TO100's job is to produce a wide range of musical sounds

and sound effects under  MIDI  control, i t's useless on its own -
you have to use it with other  equipment capable of generating
MIDI  commands.  such as a MIDI  keyboard or sequencer soft-
ware running on your  computer.  It's equipped with MIDI  IN.
OUT, and '11-1RU sockets so connection to your ST or other
MIDI  equipment is very easy. To hear its sounds you also have
to connect it to a separate amplifier and speakers (your hi-fl for
instance), al though you can just plug headphones into it
instead if required. Unusual ly.  it also has a stereo audio INPUT
socket (complete with level control and peak indicator), so you
can mix other  sounds with the TO100's OWEI sounds without
using a separate mixer. Even more unusual  is its ability to
connect directly to the serial port on IBM PC or Apple Macin-
tosh computers.  saving users at least i'..60 on the cost of a
separate MIDI  interface,
The TO100's MIDI  specification is excellent for the price. i ts

sounds include 128 GM presets; 64 other  presets: memory for
64 user programmable sounds: and 10 drum kits, some with

54 I s s u e  59 New Atari User

over 50 different percussive sounds. It's also 28 note
polyphonic (plays up to 28 notes simultaneously): 16
part multi -timbral  (plays up to 16 different sounds
simultaneously) across 16 MIDI  channels: and has a
built i n digital signal processor for adding reverberation
effects. Amazingly, all this is packed into a tiny ease
measuring just 8.6" x 7.7" x 1.6", al though the power
supply  is separate.

ADVANCED WAVE
MEMORY

All instrument such as this stands or falls on the quali ty of
its sounds, and the TG100 scores well here. Sounds are
generated using Yamaha's AWM (Advanced Wave Memory)
sound sampling technology. What you hear  is basically a
"digital recording" of each sound.  not something synthesised
from more fundamental  waveforms as with Yamaha's older FM
(Frequency Modulation) technology.
If you read my "Sample This!" series in New Atari User last

year you'll know that compromises are inevitable when sam-
pling sounds. unless you're willing to spend serious money on
the hardware. The TG100 is a budget instrument so some
compromises have been necessary. hut the TO100 still pro-
duces sounds of excellent subjective quality.
There are four banks of sounds, these being for GM use,

Yamaha Disk Orchestra compatibility, Roland C/ M compatibil-
ity, and the user programmable internal bank.  The Disk
Orchestra and Roland banks allow the TO100 to use se-
quencer  files designed for Yamaha's superb Clavinova series of
electric pianos, and with Roland's C/ M expander  units. The
internal bank holds user edited versions of the preset sounds,
more of which later_
The GM bank contains 128 sounds subdivided into 16 cate-

gories of' 8 sounds each. The categories include Piano. Chro-
matic Percussion. Organ.  Guitar,  Bass, Strings, Ensemble.
Brass. Reed.  Pipe, Synth Lead. Synth Pad. Synth Effect.
Ethnic, Percussive, and Sound Effects. The individual sounds
arc usual ly variations on the category. or different members of
the named family of instruments. For  instance the Piano categ-
ory contains various acoustic and electric pianos, harpsichord.
and clavinet.
I don't have the space here to comment on all the sounds,  so

just mention some that caught my attention.  The acoustic
pianos are rather good. but do suffer a little from the samples
being too short. This presumably is to economise on sample
memory - one of the compromises I mentioned. The result is a
good clean piano sound,  but the notes decay and loop a little
too quickly for my liking, producing an overall "tinkly" sound.
This is fine for some types of music, but doesn't quite work
with big sustained chords.
There's a good selection of strings, both as solo instruments

(single violin, viola, cello, and bass) and en-mas,se (as found in
the Ensemble category). The pizzicato strings sound great. but
tremolo strings are disappointing,  to my ears anyway, as the
t remolando effeci seems unrealis t ically  s low.

° O O H S  AND AAAHS
As well as massed strings the Ensemble category also in-

cludes a couple of choir samples. singing "Oooh" arid "Aaah"
sounds. Generally these are pretty good. but do show up
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another  of those compromises. A given sound is sampled at a
particular pitch. and when played back at that pi tch it sounds
fine. Ideally you'd have a separate sample for every note on a
keyboard (called multisamples). but this requires enormous
amounts of sample memory and hence increases the instru-
ment's price. The compromise is to use fewer samples and
allocate each one to a SECTION of the keyboard, shifting the
pitch of the basic sample to obtain higher or lower notes as
required. Trouble is, when shifted the sample begins to lose its
realism, getting worse the further  it's shifted. So. you need the
right number  of multisamples to ensure each one sounds
reasonable across its complete pitch range. Yamaha seemed to
have slightly too few choir multisamples. as each sample
sounds a little strained at its pitch extremities.
The saxophones suffered similarly, but overall produced some

terrific sounds. I  particularly liked the baritone sax - scope for
some Gerry Mul l igan impressions here! There's also a good
punchy brass section sample with bags of bite, and a nice
muted trumpet and French horn.  I  was less impressed with
trombone and tuba though,  and felt the flute, piccolo, and
clarinet sounds weren't particularly realistic,
Most of the tuned percussion (xylophone, marimba. etc.) were

very good, and I especially liked the timpani  and tubular  bells.
The drumki ts all sounded fine too, providing a wide range of
good quali ty drum sounds, including lots of Latin and electro-
nic percussion.
The guitars seemed a little weak when audi tioned solo, but

sounded subjectively better when played along with other
Instruments.  This was particularly true of the acoustic nylon
and steel stringed guitars. Basses, on the other hand.  were
mostly first rate. I 'm sure I could easily find a use for all eight
of them. There arc lots more preset sounds I could comment
on. but you should be getting the picture by now - the TG100
has masses of different sounds available and most of them
!despite the minor criticisms above) amemi nentl y usable.
It's possible to perform limited editing of the preset sounds

via the TGIOO's front panel  buttons.  You can copy a sound
into one of the internal user memory locations and change
such parameters as envelope attack and release, and reverb
level. Some preset sounds are actually made up of two diffe-
rent sample elements and for these you can tweak the para-
meters of the individual  elements. You can change the relative
sound levels. detune one against the other, and set different
panni ng positions. This won't change the overall tonal  charac-
ter much.  but more extensive changes can be made via MIDI
using patch editing software running on your ST. At present
this means using one of the (expensivel generic editors such as
C-Lab's Polyframe. al though cheaper TG100 dedicated editors
should be available soon (F'I). perhaps?).

HOW NOT TO DO IT!
The degree of success you achieve with the TGIOO's sounds

depends on how you use them, My first attempt was a total
disaster. I  tried to play back a complete military hand arrange
men( for a musical project I 'm currently working on, and it
sounded terrible. There were just too many different sounds
fighting each other, so I concluded that this ISN'T the way to
use the TGICK1 I started again with music for a small band,
using up to about eight active musical parts. Wi th sensible
choice of sounds and pitches the TG100 now sounded terrific.
Subjective quality improved fur ther  when I used its panning
facility to place each instrument in its own position on the
stereo soundstage.

I also tried playing music files from disk ST722 (MIDI  Songs,
Mixed Bag 6) from the Page 6 PD Library, and many of these
sounded great via the TG100.  I particularly enjoyed Beeth-
oven's Moonl ight Sonata,  using the Oooh Choir  singing the
main melody, accompanied by a mixture of different str ing
ensemble voices - it produced a lovely sound,  the sort that
makes the hairs on your  neck stand on end! Finally. I tried it
using Band-In-A-Box's new GM facilities (see review in Issue
57), and once I'd got the software correctly configured it work-
ed superbly.
To really hear  the TGIOO's full capabilities just take a listen to

its bui l t-in demo tune. This is one of the best I've ever heard -
explosive, exciting music showing off all the TGIOO's best
sounds. It even manages to work in a snatch of sampled
applause and seashore sounds! Brill iant!

I really enjoyed having the TG 100 in my MIDI  setup. and the
more I used it the more I liked it. When used sensibly it
produces excellent, high qual i ty sounds that would be wel-
come in any MIDI  system. Beginners and experienced MIDI
users alike should find something in the TO 100 to impress
them, so if you're looking for a new MIDI  expander  make sure
you audi tion it before deciding what to buy.

MOZART'S
DICE
I've now had chance

to try out the
Mozart's Dice disk
(ST704 from the
Page 6 PD Library)
announced in the
last issue. I t con-
tains three interesting music programs: a demo version of
Hybrid Arts' EZ-Score Plus music scoring and pr inting prog-
ram: Patterner,  a music generation program: and the Dice
Waltz, the subject of this report.
The Dice Waltz implements Mozart's theory that you can

generate acceptable waltz music by bui lding it up a bar  at a
time from musical phrases selected randomly from a pre-
written list. Mozart apparently rolled dice to choose the
phrases and this program simulates that. I t then displays the
phrases onscreen (hi-res only), optionally prints them out,  and
plays the whole piece. And guess what? Mozart was right, the
result is a passable waltz.
The program generates two sets of eight bars, each of which is

played twice resulting in a thir ty two bar waltz which sounds
typically Mozartian.  I t uses three part harmony written on two
staves, and the output can be played on the STs internal
sound chip or, even better. via MIDI .  When using MIDI  you can
load in a patch list for your synthesiser to make choice of
sound easy. There are several supplied.  including one for the
Yamaha PSS keyboards. but you can easily make your own if
required. Author  Chris Eamshaw claims that Dice Waltz can
generate over 350, 000. 000, 000, 000 different waltzes, and it
would take over 500 million years to listen to them all!
Overall. Dice Waltz is a great little novelty program. The disk

Is worth buying for this alone, wi th the other programs an
added bonus.  And at 1:.2.95 it'll hardly dent your  wallet. Call
Page 6 now to order your copy.
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IT'S
EDUCATIONAL!
It's a _fact that  many  parents buy  micros

at Chris tmas  in the belief  that they  are
wisely  invest ing in their children's  educa-
tion, I t  must  also be t rue that a fair prop-
ort ion of  these gleaming machines are
subsequent ly  used for lit t le more than
blast ing aliens into obliv ion or
t rans forming the TV into Nigel
Mansell's  rac ing car. This  needn' i
be (he case though - over the
years a good selection of  educa-
t ional sof tware has been produced
f or  the ST, especially  in the Public
Domain,  /3rotesing through the
Page 6 library  I discovered a s t i r
pris ingly  wide choice of  leamino
related programs.

MAKE IT  FUN!
Educat ion should be fun and

K I D 8 FUN Is a collect ion of  edu-
cat ional games designed to be
jus t  that !  The fi rst few items are intended
for the very young:  Kid Mus ic  is a com-
pilat ion of  eight children's  tunes  such as
'I 'm a lit t le teapot ' and 'row. row,  row the
boat'. The desired t une can be played by
s imply  c lick ing on an associated icon.
Kid Piano lets children play  their own
tunes us ing the mouse to c lick on a three
octave keyboard,  whic h can be made to
sound like an organ or piano.  Kid's  ABC
is an aid to prac t is ing the alphabet  (pre•
sumably  the QWERTY keyboard toot).
When the user correct ly  enters all the
letters, they are rewarded wit h a full ren-
dit ion of  ' twink le,  t wink le lit t le star'.  In
Kid Potato the aim Is to mat c h the
appearance of  a c omput er generated Mr
Potato by choos ing the appropriate fea-
tures (eyes, nose, hat  etc.) f rom a lis t  of
alternat ives. Just  for fun you can also
design y our very own Mr  Potato!

Last but  mos t  defi nitely  not  least, Kid
Mix -up is an excellent learning game that
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11:1 P a u l  Rixon's
DWORLD

children (and adults ! ) wi l l  fi nd quite
addict ive. The c omput er displays parts  of
a story us ing four pic tures  and the user
has to place these into the correct  sequ-
ence. Ex amples  are a s nowman at
various  stages of const ruc t ion and a pen-
c il drawing gradually  t ak ing shape. The
user interface is very f riendly  and the
graphics  have been t hought f ully  created.
An enhanced vers ion of  the program is
available on a separate disk, appropriate-
ly named KI D MI X-UP PLUS. The main
improv ement  here is that  you can add
y our own story sequences us ing any
Degas compat ible art  program.  Twenty
seven ready -made stories are inc luded.

7
T
1
1
,  
n
u
.
.
,
1
0

011.MI IMI

, 1 1 , 1 1 , 7 1 1 1
.
1 1 , 1 ,

t . M . t e . , 9 1 I n g in in t S1 , 0 1
•

I.:act-tient graphics in STATES & COUNTIES

SOME
GEOGRAPHY

STATES & COUNTI ES front Budgie
Uuenseware is a geographical recognit ion
program whose main asset is the superb
qualit y  of  its maps.  The basic princ ipal is
very s imple.  The computer displays a
map of  a part ic ular area and highlight s  a
county  or state whic h you are asked to
ident ify  by typing in the correct name.  I t
sounds a lot  easier t han It ac tually  is!
Af ter (he appropriate congratulat ions  or
commiserat ions  for each t urn an infor-
mat ion panel is opt ionally  displayed to
tell you a few facts about  t he area in
quest ion.  There are five versions of  the
program covering England,  I reland,  Scot-
land.  Wales and the Unit ed States. The
graphics  are really  excellent - as you
might  have expected f rom Budgie.

An unus ual bonus  on this  disk is a
clever game which,  as well as teaching
co-ordinat ion and reading skills, could be
a help wit h efficiency t raining of Post
Office workers  ( rumour has it t he Editor
sent a free copy to Staf ford sort ing office.
b u i l t  got lost in the post!). Your object ive
is to sort  a mound of  letters into alphabe-
t ically  marked pigeon holes as quick ly  as
possible. You can choose the speed at
whic h the mail  appears  and whet her to
sort by town or addressee but  in either
case you mus t  watch out  f or registered
and airmai l  items whic h have to be
stored in separate compartments .  I f  you
make more t han 25 mistakes,  the game

ends. I t 's good fun for children
and adult s  alike.

AMERICA
AMERICA

On a his torical note 1900•s  USA
is. as its t it le suggests, a collec-
t ion of  facts and fi gures relat ing
to America in the early  part  of  the
twent ieth century .  It was  writ t en
by an ex-GCSE pupi l  and is
therefore related to the GCSE his-
tory exam, t hough it  s hould also
appeal to anyone wit h a general
interest  in world his tory.  The files

are supplied in compacted f orm and ex-
pand onto two disks, whic h you mus t
format  wi t h  82 t rac k s / 10 sectors per
track. The LHArc  ut i l i t y  is supplied so all
you need to get going is two fl oppies and
a capable disk  format ter.  such as DC
Format .  Once loaded the program op-
t ions are selected f rom icons displayed
on a work  panel.  There are several topics:
Facts and Figures  describes the states
that  make up the USA. populat ion
growt h t hrough the years and stat ic in-
f ormat ion such as the area, t ime dif fer-
ence and nat ional flag. There is a lis t  of
US pres idents  since 1900 and reports  on
the background of  the Firs t  World,
Second World,  Korean and Vietnam
Wars. Anot her part  delves into factors
such as the New Deal and the Ku Klux
Klan while a series of graphs illus t rate
stat ist ics such as unemploy ment ,  share
prices and success rates of the polit ical
part ies. Last ly  there's  a quiz  so you can



fi nd out  how muc h you've learned.  I  sus-
pect mos t  GCSE students  wil l  fi nd it  infi -
nitely  more excit ing than reading
t hrough dreary  text books!
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A variety of  educat ional subjects  feature
on t he EDUCATI ON 1 compilat ion.  At
fi rst s ight  AddUp  looks like a s t raight
game of  Tetris but  it 's really  an ingenious
method of  exercis ing your mental arit h-
metic. I n this  variat ion the falling blocks
are regular in shape but  contain three
segments, each bearing a number.  Your
aim is  to place the blocks such that  t hree
consecut ive segments add up to a total of
fi fteen in a horizontal,  vert ical or diagon-
al line.  I f  vou succeed the segments dis-
solve and mak e room for subsequent
rounds  but  a complicat ion is  that  l i t he
lines  add up to fourteen instead,  an in-
des t ruc t ible 'X is  formed.  Class  3I  is  a
comprehens ive database-cum-spread-
sheet int ended to be used by  teachers
who want  to keep t rack of  their s tudents '
progress. The aut hor c laims to have tes-
ted it  wi t h his  own classes of  over two
hundred students.  The program lets the
teacher enter details  and scores for each
s tudent  and then calculates the class
rank ing,  fi nal average and let ter grade. .
You can obtain stat ist ics such as the
frequency, mean and s tandard dev iat ion
or display tables and graphs  of  the grade
dis t ribut ion.  Print  opt ions  are also avail-
able.

Mathemat ics  is rarely  a popular  subject
but  Mat h Quiz  can make learning just
that l i t t le bit  easier. I t  prov ides  an unit
mited number  of  arithmetic. exercises
based on addit ion,  subt rac t ion,  inul t ip l i
cat ion and div is ion.  You mus t  fi rst  enter
a c ommon number  which wi l l  be added,
subtracted.  etc. by  a computer-generated
number  in each quest ion.  You can set
the range of  the random number  and
also specify the total number  of ques-
tions. The computer keeps t rack of  your
performance and assigns a grade at the
end of  each exercise. The confi gurable
nature of  Math Quiz  makes it  a valuable
tool in gradually  developing children's
arit hmet ic  skills. Wi t h Mas ter Quiz you
can set up your own mult iple choice
quizzes. perhaps  to revise import ant
facts and fi gures for a f ort hcoming ex-
aminat ion.  An example t riv ia quiz  is in
eluded and it 's very easy to add your own
quest ions and save them to disk  for fu-
ture testing. Time limit s  can also be im
posed on playback.  in  ST Spell the user
is asked to ident ify  a digit ised pic t ure (an

animal.  shape or 'object') and
then select let ters  f rom the
alphabet  to spell the word.  A
digit ised voice pronounces
each let ter as you choose.
The same voice features in
Teach ABC.  for younger chil-
dren.  I n this  one the compu-
ter speaks each let ter of  the
alphabet  and the child re-
sponds by press ing the cor-
responding keyboard let ter.
This  may be a help in
teaching the alphabet  but  I
hope it  won' t  encourage chil-
dren to imitate the compu-
ter's pronunc iat ion!

GOOD
MOANING!

There's  just  room to men-
t ion CHUNNEL.  a great game
that  wil l  help you learn the
French language.  It 's basic-
ally  a mult iple choice quiz  in
whic h you have to fi nd the
correct t rans lat ion for a
series of  words in each lan-
guage. You can choose to play in En-
glish-French mode or vice versa, and the
c omput er will pick  a select ion f rom its
database of  over 2700 words.  Even If  you
couldn' t  s tand French at  school you may
quite enjoy this  exercise and wi l l  prob-
ably  be surprised how quick ly  you pick
up the language (well I was!). A bon mar-
che, as  they say.

Ltft - Serious study
with I900 's USA

Below - Funfor the
yowlysters with KID
MIXUP and KID
POTATO

A FREE GIFT!
Finally ,  as it 's Chris tmas  I t hought  I

would t hrow caut ion to the wind and
offer a FREE copy of  the commercial
package Fun School  2 f or  6-8 year
olds  to the fi rst person who writes  to me
at Page 6 wit h a suggest ion for a future
PD World topic. Chances  are if  you writ e
in. you' l l  win. . .  Happy  Chris tmas !

HOW TO GET THEM
The disks featured in PO World can be obtained from the PAGE 6 ST library. When referring to a
specific disk please use the unique reference code for identification. A printed catalogue
describing all the library disks in detail is available from PAGE 6 at a cost of 1'1.95, refundable
against the first few disks ordered. This includes a copy of THE PAGES CATALOG DISK which
is otherwise priced at £1. The disks featured this issue are:

ST114 KIDS FUN I
ST299 CHUNNEL
5T522 KID MIX-UP PLUS

ST667 STATES & COUNTIES
ST688 EDUCATION
ST696 1900s  USA

Prices for  standar d disks are 1 2 9 5  each or  £ 2 5 0  each for  fi ve or  m or e
but  pr ices are lower  for  m em ber s of the P AG E  6 S T Club

Write to P AG E  6, P.O. Box  54, Staffor d,  S T1 5  11:117
Tel ephone 0785 213928 with credi t car d orders
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arrives, complete wit h two prog-
ram lis t ings  for you to enter.  This

Issue there is another type in game and
also a program whic h demonst rates  eight
alternat ive ways to make screens appear.
Mere is also a modifi cat ion to last  issues
Wordseatch program whic h allows  you to
print  out  a wordsearcli_
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.8 2 2  r e p e a t  :  M Am o u s e  k e y  :  u n t i l  M O O

5 2 3  i f  7 1 .2  t h e n  O o t o  1 2 1 0
1 2 1 0  r e m  P R I N T  WOR D SEAR C H
1 2 2 0  ' p r i n t  T S  :  i p r i n t
1 2 3 0  f o r  B A 1  t o  2 0  :  A S A "
-1 .240  f o r  A A 1  t o  6 0  :  A S = A l w G R I D S ( A , B )  : n e w t  A
1 2 5 0  l p r i n t  A S : s c o c e S ( S ) ; W D S ( B )
1 2 6 0  n e w t  B  :  o c t o  5 3 0
1 2 7 0  r e m  ER R O R  T R AP P I N G
1 2 8 0  i f  e r r 1 . 1 2 2 0  t h e n  g o t o  5 3 0
1 2 9 0  r e s u m e  2 5

WORDSEARCH
UPDATE

Thank s  to a suggest ion f rom reader Ian
I [olden, I have now modifi ed my  Word-
search program (featured in issue 58) so
that  It can print  out  a wordsearch along
wit h the list  of  words to fi nd.  Jus t  add
the lines in program I  t o the ex is t ing
wordsearch lis t ing.  Af ter you have run it.
and entered the words  to fi nd int o It.
select t he Ma y  Wordsearch" opt ion.  You
wil l  t hen be asked if  you want  to print
out  the wordsearch.  Press the left mouse
but t on to print  or the right  but t on to
bypass. Make sure your print er is loaded
and on line,  Af ter the wordsearch has
printed out ,  the program wil l  cont inue as
normal.

Yes - anot her complete type in game
f rom the STOS Column!  This  t ime it is  a
very s imple but  enjoyable s liding puzzle
type game.  Af ter t yping it in and runn ing
It, select one of  the load opt ions  to load
either a Degas or Neochrome pic ture.
Then select "PLAY PICMDC to get going.
The program wil l  segment  the pic ture
int o 16 pieces and then remove the top
right  hand corner piece. It wi l l  t hen mix
up the remaining 15 pieces and display
the result  on the screen. Your task is to
uns c ramble the pieces and recreate the

'original pic ture.  You do this  us ing the
joyst ick.  Simply  use the Up.  Down,  Left
and Right  cont rols  to slide the pieces
around.  Once you have restored the ori-
ginal pic ture you wi l l  be told how long
vou took and then returned to the menu.
You can now either load another pic ture
or restart  wi t h the same one and t ry  and
beat y our t ime. I f  you can reassemble a
pic ture in unc jer 30 seconds then you
wi l l  have perfected It! I f  at any t ime dur-
ing the game you wish to ret urn to the
menu,  jus t  press the "Q" key.

Listing 1 - an update to last issue's Wordsearch
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More STOS
programs
f rom
Dion Guy

PICMDC S C R E E N  APPEAR
PROGRAM

This  program shows you eight  fancy
ways of mak ing screens appear.  It origin-
ated f rom a disk  fanz ine called ST Prog-
rammer  and I have since updated It.
Once you have typed it  in and run it  you
wi l l  see a menu.  Firs t ly ,  press SPACE to
load in a Degas screen. Then,  us ing the
mouse, select whic h one of  the eight
appear rout ines  you want  to see. You wil l
t hen see the screen you loaded in earlier
appear in a unus ual  way. Af ter press ing
a key, you wi l l  be returned to the menu
where you can choose another appear
rout ine to have a gawp at. You can use
any of  these appear rout ines  in your
programs.  The rout ines  are c learly mar
ked wit h REM s tatements  in the lis t ing.
so you can easily examine them (and
copy them to your own programs).  By  the
way, t his  program and all the appear
rout ines  work  in all three resolut ions.

THE END
Ah well,  t he end of

another c olumn is upon
us. Don' t  forget. i f  you
have any  STOS type stuf f
you want  look ing over -
You k now where I am.  Jus t
remember to enclose an
S.A,E if  you want  a reply.
please! Unt i l  the next  col-
u mn  - farewell!

Dion Guy
11 Shore Crescent
Bishops Walt ham

Hants
SO3 1DZ



10  r e m  V AR I ABL E  S E T U P
2 0  d i m  6 R I D ( 3 . 3 ) , C H K ( 1 5 )
30  f o r  A . 0  t o  1 5  t  r e a d  B :  C H K( A) .1 5  :  n e x t  A
4 0  d a t a  0 . 1 . 2 . 3 . 4 . 5 , 6 . 7 . 8 . 9 , 1 0 , 1 1 , 0 . 1 2 , 1 3 , 1 4
50  G X . 3  :  G Y . 0  :  r e s e r v e  a s  s c r e e n  6
6 0  f o r  1 1 .0  t o  3  :  f o r  B . 0  t o  3  :  G R I D ( A . 0 ) = 1 7  t  n e x t  B  :  n e x t  A
70 r e m  SC R EEN  S E T U P
80  m o d e  0  :  k e y  o f f
9 0  p a l e t t e  0 7 7 0
,
1
0 .
1
0 , 1
1
0 . 1 7 7 0 , S 4 2 0 .
1 1 4 3 0 . S 4 5 0

1 0 0  w i n d o p e n  1 . 0 . 0 . 4 0 , 1 2 , 0 . 3  c u r s  o f f  s c r o l l  o f f  :  P O P C
,  0  :  O & M  i1 1 0  l o c a t e  0 . 1  :  c e n t r e  ' L O A D  D EG AS P I C T U R E '
1 2 0  l o c a t e  0 , 4  :  c e n t r e  "L O A D  NEOCHROM E P I C T U R E '
1 3 0  l o c a t e  0 . 7  :  c e n t r e  " P L A Y  P I C M I X "
1 4 0  l o c a t e  0 , 1 0  :  c e n t r e  "1 C >  1 9 9 2  D i o n  G U , "
1 5 0  i n k  1  :  b o x  8 0 , 1 6  t o  2 3 9 . 3 1  :  b o x  6 4 . 6 4  t o  2 5 5 . 7 9  :  b o x  1 0 4 . 1 1 2  t o  2 0 7 . 1 2 7
1 6 0  s e t  z o n e  1 . 8 0 , 1 6  t o  2 3 9 . 3 1  :  s e t  z o n e  2 , 6 4 , 6 4  t o  2 5 5 , 7 9  :  s e t  z o n e  3 , 1 0 4 . 1 1 2t o  2 0 7 , 1 2 7
1 7 0  r e m  H A S  A N  O P T I O N  BE E N  SEL EC T ED ?
1 8 0  r e p e a t
1 9 0  M .m o u se  k e y  1  Z . z o n e ( 0 )
2 0 0  i f  M . 1  a n d  7 . 1  t h e n  g o t o  4 3 0
2 1 0  I f  M . 1  a n d  2 . 2  t h e m  g o t o  4 9 0
2 2 0  i f  h . 1  a n d  Z . 3  a n d  P . 1  t h e n  o o t o  5 5 0
2 3 0  u n t i l  t r u e - f a l s e
2 4 0  r e m  D I S P L AY  AN D  SEGM EN T  P I C T U R E
2 5 0  c i s  :  h i d e  o n  :  g e t  p a l e t t e  ( 5 )
2 6 0  s c r e e n  C O PY 6  t o  p h y s i c  :  s c r e e m  c o p y  6  t o  b e c k
2 7 0  i n k  0  :  b a r  2 4 0 . 0  t o  3 1 9 . 4 9
2 8 0  f o r  A - 0  t o  2 4 0  s t e t . .  8 0  f o r  8 . 0  t o  1 5 0  s t o p  5 0  :  b o x  4 , 0  t o  4 + 7 9 , 0 . 4 9
n e x t  B  :  n e x t  A
2 9 0  t i m e r . 0
3 0 0  r e m  M AI N  L O O P
3 1 0  r e m  G E T  J O Y S T I C K AN D  KEYBO AR D  I N P U T
3 2 0  r e p e a t
3 3 0  i f  u p p e r S ( i n k e y $ ) . " 0 "  t h e n  s h o w  o n  :  g o t o  6 0
3 4 0  i f  A r i g h t  a n d  G X / 0  t h e n  s C r e e m  C O PY P h Y s i c , ( G X - 1 ) ' 8 0 . G Y
*
5 0 . ( G X -
1 ) "8 0 + 8 0 0 5 Y ' 5 0 + 4 9  t o  p h y s 1 c . G X * 8 0 , G Y . 5 0  :  S c r e e n  c o p y  p h y s i c  t o  b a c k  t  b a r  ( 0 ) 1 -
W 8 0 , 6 Y ' 5 0  t o  ( G X - 1 )
.
1 1 0 4 7 9 . G Y
.
5 0 4 4 9  
:  
d e c  
G X  
G R I O ( G X
+ 1 . G Y ) . G
R I D ( G X , G
Y )

G R I D ( G X , G Y ) .0  :  w a i t  1 0
3 5 0  I f  j l e f t  a n d  G X ( 3  t h e m  s c r e e n  C O PY
P h Y S I C
v
( G X 4
W
8 0 ,
G Y
* 5 0
. ( G X
4
-
1 )
.
8 0 • 8 0 .
6
.
0
.
5 0 4 4 9  
t
o  
P h
Y S
i O
.
6 0
0 1
1 0
.
6 Y
*
5 0  
:  
w
o
r
e
e
n  
C
O
P
Y

P h y s i c  t o  b e c k  :  b a r  ( G X + I ) ' 8 0 . G Y * 5 0  t o  ( G X 4 1 )
*
8 0 4 7 9 , G Y . 5 0 + 4 9  i n c  
G X

G R I D ( G X - 1 .G Y ) =G R I D ( G X .G Y )  :  G R I D I G X , G Y 1 . 0  :  w a i t  1 0
3 6 0  i f  _ im p  a r i d  G Y ( 3  t h e n  s c r e e n  C O PY
P h Y s i c . G X
. 8 0
, ( G Y .
1
)
1 ° 5
0 . G X
*
8 0 . 8 0 . ( G Y
+ 1 > * 5 0 . 4
9  
t
o  
o h y
s i c
. G X
* 8 0
.
6 Y *
5 0  
:  
s
c
r
e
e
n  
c
o
p
y

P h y s i c  t o  b a c k  :  b a r  G X
.
8 0 . ( G Y + 1 ) * 5 0  
t o  G X
*
8 0 + 7 9 . ( G Y .
1 )
.
5 0 + 4 9  
:  
i n
c  
G
Y

G R I D ( G X .G Y - 1 > =G R I D ( G X , G Y )  :  G R / D iG X , G Y 1 w 0  :  w a i t  1 0
3 7 0  I f  J d o w h  a n d  G Y > 0  t h e n  s c r e e n  c o p y  O h Y s i c , G X
. 8 0
. ( G Y
-
1 )
.
5 0 . G X
.
8 0 . 8 0 . ( G Y -

1 )
.
5
0
+
4
9  
t
o  
p
h
Y
s
i
C
.
G
X
0
.
G
Y
*
5
0  
:  
s
c
r
e
e
n  
C
O
P
Y  
p
h
y
s
i
c  
t
o  
b
a
c
k  
:  
b
o
r  
6
X
*
8
0
.
(
G
Y
-

1 1 ' 5 0  t o  0
X
.
8 0 . 7 9 .
( G Y - 1 ) *
5 0 4 4 9  
2  
d
e
e  
G
Y  
:  
G R I
D ( G
X , G
Y
+ 1 )
= G R
I D (
G X ,
G Y )

G R I D ( G X . G Y ) . 0  w a i t  1 0
3 8 0  r e m  I S  P I C T U R E  U N SC R AM BLED ?
3 9 0  C . 0  :  0 . 0  :  f o r  A . 0  t o  3  :  f o r  8 . 0  t o  3  :  i f  GR I D (1 1 .1 1 1 ) .:C H K(C )  t h e n  i n c  04 0 0  I n c  C  !  n e x t  0  :  n e x t  A
4 1 0  i f  0 . 1 6  t h e n  g o t o  6 4 0
4 2 0  u n t i l  t r u e . f a l s e
4 3 0  r e m  L O AD  D E G AS  P I C T U R E
4 4 0  o l s  F S . fi l e  s e l e c t S (
f .
. P T I " , ' L o a d  
D e g a s  
P i c t u r e
f
. 4 )

4 5 0  i f  F S .
-  
t h e n  
g o t
o  
8
0

4 6 0  i f  r i g h t i l ( F 1 1 . 3 ) 0 " P I I "  t h e n  g o t o  4 4 0
4 7 0  e r a s e  5  :  r e s e r v e  s s  s c r e e n  5  t  l o a d  F 1 1 , 5  :  P • I
4 8 0  o o t o  8 0
4 9 0  r e m  L O AD  NEOCHROM E P I C T U R E
5 0 0  c i s  F S . fi l e  s e l e c t S (
. .
. N E O " , " L o o d  
N e o c h r o m e  
P i c t u r e
-
0 4 )

5 1 0  i f  F t . " '  t h e n  g o t o  8 0
5 2 0  i f  r i g h t l l ( F S . 3 ) < > " N E O "  t h e m  g o t o  4 4 0
5 3 0  e r a s e  5  :  r e s e r v e  e s  s c r e e n  5  :  l o a d  F S . 5  :  P = 1
5 4 0  g o t o  8 0
5 5 0  r e m  M I X  U P  P I C T U R E
5 6 0  C . 0
5 7 0  f o r  4 . 0  t o  3  f o r  1 3 .0  t o  3
5 8 0  i f  A . 3  a n d  1 3 .0  t h e n  g o t o  6 2 0
5 9 0  X . r n d ( 3 )  :  Y . r n d ( 3 )
6 0 0  i f  X . 3  a n d  Y . 0  o r  G R I 0 ( X . Y ) ( > 1 7  t h e n  o o t o  5 9 0
6 1 0  s c r e e n  c o p y  5
.
4 • 8 0
.
1 3 *
5 0 , A 8 0 . 8 0 . 1 3
* 5 0 . 4 9  
t
o  
6 . X
.
8 0 , Y
* 5 0  
:  
G R I
D ( X
. Y )
= C  
:  
i
n
c  
C

6 2 0  n e x t  8  :  n e x t  A
6 3 0  g o t o  2 5 0
6 4 0  r e m  J I G S AW  C OM PL ET E
6 5 0  c i s  :  s h o w  o n
6 6 0  p a l e t t e  $
7 7 0
. $
0
, S O , S 0 . $ 7
7 0 . $ 4 2 0 . 9
4 3 0 . $ 4 5 0

6 7 0  w i n d o p e n  1 . 0 . 0 . 4 0 , 1 2 , 0 . 3  s c r o l l  o f f  :  c u r s  o f f  :  p a p e r  0  :  p e n  1
6 8 0  l o c a t e  0 , 3  :  c e n t r e  " W e l l  D o n e  -  p i c t u r e   l e d ! "
6 9 0  l o c a t e  0 . 5  :  c e n t r e  " I t  t o o k  y o u " + s t r e ( t i m e r / 5 0 )  "  s e c o n d s . .
7 0 0  l o c a t e  0 , 7  :  c e n t r e  " C l i c k  h e r e  t o "  I  l o c a t e  0 . 8  :  c e n t r e  ' r e t u r n  t o  m e n u . "
7 1 0  i n k  1  :  b o x  8 8 , 1 1 2  t o  2 2 4 , 1 4 4  :  s e t  z o n e  1 , 8 8 , 1 1 2  t o  2 2 4 1 .1 4 4
7 2 0  r e p e a t  :  M . m o u s e  k e y  X . z o n e ( 0 >
7 3 0  u n t i l  X ( > 0  a n d  m m l
7 4 0  g o t o  6 0

Listing 2

A neat

sliding
square
puzzle for
your own
Degas
pictures
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Listing 3

Add
sparkle
to your

programs
with
eight
different
ways to
make a
screen
appear
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THE JAWS OF CERBERUS
ELMIRA 2

M
V  
f
i
r
s
t  
i
m
p
r
e
s
s
i
o
n
s  
o
n  
s
e
e
i
n
g

this  part ic ular adventure was.
WOW! what  a lot  of  floppies! (7

in all),  How do I fi t all this  in to my  poor
lit t le 1040? The answer is by Insert ing
fl oppies as needed at various  plot  breaks.
This  game seems to be an example of

the game designed pr imari ly  for hard
drive owners.  This  phenomenon has be-
come apparent  in the PC world where all
machines  are expected to carry  a mini-
mu m 40 meg of storage space so us ing
the best part  of  7 meg to ins tall is no
problem.  Sadly  the majorit y  of  s r  hack-
ers do not  have these luxuries ,  indeed
when the price of  a hard drive for the ST
Is way In excess of  the price of  a new
mac hine it  is hard to v isualise any but
hardened users hav ing one at all.
As the t it le suggests this  is the sequel to

the highly  acc laimed and innovat ive
Elv ira,  Mis t ress  of the Dark .  This  was a
fairly  blood ridden horror based adven-
ture of  much complex ity  and deft mouse
use. The follow up certainly  has more of
the same and It comes In an even s licker
package. Unf ort unat ely  since the game
was originally  craf ted In the US for PC
users, all the graphics  are expect ing a.
higher s tandard t han the average ST can
ac tually  manage_ Therefore the some-
what  s t unning displays on the box are
not  the qualit y  to be seen in t he game.
On t he other hand the effects are st ill
s t rong and the graphics  s t ill maint ain an
atmospheric  ghoulishness  about  them.
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Publisher:
Price
Reviewer

THE JAWS OF
CERBERUS: ELVIRA 2
Accolade
£2995
Damon Howarth

The s tory line is s im-
ple. Ehl ra,  a real
world B fi lm celebrity
of  obvious note, has
lent her  name to this
series of  games to en.
able her fame to
spread. I n this  part i-
cular scenario the
voluptuous  vamp is
held pris oner by a
mons t rous  demon in
dog form.  I t  is your
role as her somewhat
Inept boy f riend to
st ruggle t hrough the
blood, gore. Insults
and innuendo to save the lady. Indeed
after the fi rst few glimpses of the
heroine's  bit ing sarcasm and somewhat
cynical put  downs  you may  wonder why
he even wants  to try!
The game gives a fi rst  person perspec-

tive and sets out  wit h a problem of  gain
ing entry  to the studio.  I t  is possible, you
jus t  need to manipulat e the objects and
look at every avenue of  entrance open to
you. Once you have reached a new loca-
t ion the fl oppy whirs  and there is a wait
for the new graphics  to arrive.  This  is the
one f rus t rat ing thing about  the game.
The fl oppy accesses make the whole
thing a lit t le tedious if  you are wandering
around look ing for new locat ions. Sadly
owing to the size of  the game this  is
necessary and if  you manage to lose

yourself  in the play  it  is  ac tually  well
wort h the experience.
FOr those of  you wi t h younger play-

ers in the house or (hose of  an easi-
ly shocked nat ure I would advise
caut ion as the effects would rate at
least 15 in a c inema and there are
those who fi nd the sight of  digit ised
decapitat ions and rot t ing flesh dis-
tasteful.  I have a mat ure f riend who
c laims to have nightmares  based on
visions of Elv ira 1 and the second
version is even more graphic .  We are
talk ing the levels of Evil Dead II and
Halloween here, not  the soft Ham-
mer style of  Dracula.

For those of  you who can cope. the
soundt rack  is s t rong and drives the
atmosphere along well,  there is even a
degree of  raunchiness  offered by the
digit ised cleavage and Mae West l ike sug-
gest ions of  the heroine.  Oh yes beware
for even E Mr a  the queen of  horror is not
immune  to being plagiarised and some

66 one of  the best
adventures to

hit the ST
this y e a r "

t hings  are not  as they seem. The game
play is highly  mouse oriented and occa
s ionally  things  occur a lit t le too swif t ly
for the user. On the up side both combat
and spell cas t ing offer newer s lants and
require some dexterity,  t hought  and good
inst incts.

was  most  impressed by this  game
since I love bad taste and have had the
pleasure of seeing some of  the Eiv ira
links  to her horror shows. This  is prob-
ably  one of  the best adventures  to hit  the
ST this  year alt hough it  is also one of  the
most fi ddly  if  you do not  have the opt ion
of  a hard disk.  I t  wil l  take some l ime to
complete this  but  for the more adult
among us it of fers a great challenge and
an awf ul lot  of  fun. Buy  it  if  you have half
an excuse.

•  S I G HT 141, SOUND Th i s  was  de-
veloped for advanced technology and
the ST revels in it. not  for the
squeamish!

•  GAMEPLAY - Fiddly  without  a hard
drive othertv ise quite .friendhi and
excit ing

•  V E RDI CT - Within technological litnita
lions excellent - buy  it  i f  there are no
innocents in the house
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CATIAIOGVE of DISASTE
by Jet Cat

I (  was  whit e even in my  monochro-
mat ic  v is ion I could s e e
.
t h a t .  i t  
s t u c k

to the windows  and then s lid s lowly
and tantalis ingly  down the glass and t ur-
ned to water at the bot tom.  I sat on the
window sill wat c hing these crystals on
the other side occasionally  t ry ing to
touch one alt hough the see t hrough bar-
rier always got in the way.
"Sir" had gone out  leav ing me and the

lit t le terror at home.  Quit e where (he
prov ider of food had gone I don't  k now
but  she had bus t led away  earlier chiv-
v y ingus  along out  of  the way of  the loud
suck ing mons ter they called Who-Ver.  I
remembered this  white t ime f rom last
year, they  called it  Chris t mas  and every-
one got int o a real tizzy and that  large
green tree t hing appeared. That  was fun.
it had shiny  baubles  on it  and I could
chase those. Oh sorry.  I forgot  to int ro-
duce myself. My  name is Jet and I am the
house cat at a Page 6 rev iewer's  house. •
and this  is the story of how the terrible
k it ten Ebonaidh (or as "s ir" calls her
Moppit t  Kit t ) made an interes t ing discov-
ery.
I was just  c ur l ing up on top of the

radiator when I heard the tell tale sound
of  t rouble.  "Miaow7r •  The Moppit t  Kit
was coming.  Now as felines go she's
alright ,  not  the sleek black  model that  I
am but  the squat  legged furry  black  ball
associated wit h the word cute. I t  purrs
louder than the electric mixer "Mrs.
Mopp" uses and gets away wit h all those
t ricks  I can't  - you know,  steal the chick-
en leg f rom the plate. knock  the port rait
photos of  the chest etc. Well you k now
what  furry  k it tens  do. The Moppit t  did
her t hing s t raight  away! I counted to five
and then leapt  for cover as the big green
and spark ly  t ree came falling towards
me. I t  jus t  missed the large mov ing pic-
t ure box and knocked the vase of  Mopp
fl owers over. I t  also hit  several but tons
on the gadget boxes and set the pic ture
machine off, There was a terrible people-
waul ing of noises like 'God rest you
merry  ...' or something.
Needless to say Moppit t  Kit t  scarpered

leav ing me wit h several prick ly  green
needles in my  paws. I pul led myself  out
of  the tree and surveyed the damage.
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A CHRISTMAS TALE

Boss would not  be pleased that  the hard
drive he had been mending had been on
the table and now lay in a pool of  water
f rom the flowers. I  k new f rom his  other
thoughts  and s tatements  that  this  water
s tuf f  made a real mess of  this elec t rik it t y
s tuf f  and I surmised it was  probably
ruined.  I padded af ter the Moppit t  to see
what  she would say.

I t racked her to the c omput er room
where the ST stood proud wit h its  mouse
's illy  name,  no squeaks and not  edible)
and managed a swif t  warn ing hiss jus t  as
she was  s hinning up the table to manage
more mayhem.  She jumped and fell on
the switch.  The whole system fl ickered
into life lannc hing the Snowman demo
Boss had been play ing with.  I t  was then

that  the blood of  my forebears came to
me. I was  Jet Cat,  child of  the familiars  of
the Pendle Witches, maybe I had bet ter
sort  out  Boss's problems  before he comes
back. I s tared at  Moppit t  ly ing in her
furry  heap mewing at me,  stood on my
back  paws. and waved my  forepaws to-
wards  the only  humanoid object in my
fi eld of  vision. Race memories  fi lled my
mind and,  ears twit ching.  pussy power
showered forth into the Monitor.  A flash
and a poof  and all at  once we were not
alone. I t  seems that  I managed to pull the
Fat her Chris tmas  fi gure out  of  the show.
A somewhat  fl at  but  round fi gure looked
at me wit h a speckly beard and said,
"Well l io l  Ho!  pigging Ho!"
Bravely I leapt  under the bed to protect

me f rom harm and the Moppit t  purred at
the thing,  as is her way. The shape
stroked her,  revolt ing really. 'What  have
you done lit t le girl?".  Moppit t  miaowed
and purred at him.  I followed the pair
downs tairs  as my ears heard the diesel
engine of  the Boss arriv ing.

"No problem lit t le cat" said the shape
and waved his  Santa sack around.  The
tree stood up.  the water dried out  and
the hard drive landed back on the table.
What 's  more four boxes appeared under
the tree. The key rat t led in the back door

waved my  forepaws t hink ing 'Sleight -
ime" a bad pun but  quick  for me! The
shape went  and the Moppit t  and I ran to
meat  Boss. A stroke each and some k it ty
k runc h made us both feel bet ter and I
curled up in f ront  of  the fi re to wait  for
the Chris tmas  Day  feeding (always good
loads of  turkey!).
Oh the boxes, Moppit t  got a mons t er

box of  Kit ty chocs and a collar wit h a
bow, Mrs .  Mopp found a set o f  easy Kiene
Who-Vc r bags. Boss was most  excited
since he had some sort of  bird c omput er
In t he box, a Falcon I t h ink  he called it ,
and me? Well I got a large bag of Rabbit t
c runchies  wit h a free spell book inside.

I hope your Chris t mas  goes well and.
remember eats and computers  do go
together well!

Jet Cat lives with one of our regular re-
viewers. Can you guess which one?



WHERE
CAN
FIND
S o f t w a r e  I n fi n i t y
642 East War ing Avenue
State College, PA 16801
Good PD selection. Have just
begun marketing commercial
games from overseas
D a t a g u e  S o f t w a r e
PO Box 134
Ontario, OH 44862
Tur bo-816 16-bi t upgrade
board, TransKey hardware for
using IBM keyboards on the
8 bit, arid other  hardware
B & C  C o m p u t e r V i s i o n s
2730 Scot t Boulevard
Santa Clara, CA 95050
Tel, 1408) 986 9960
Huge selection of software and
hardware items. Also some
new commercial games, un-
available elsewhere
S a g a m o r e  S o f t w a r e
2104 Arapahoe Dr
Lafayette. IN 47905
Good PD/shareware selection
with extensive documentation
C h a n g e  I n  H e a t
12 Bella Vista Place
Iowa City, Iowa 52245
Independent programmer has
produced 2 excellent commer-
cial quali ty games for the 8-bi t
B r e s n i k  S o f t w a r e
555 Ware Street
Mansfield, MA 02048
Another independent,  produc-
ing good educational  software
I l l t r a Ba s i c
I 0 East 10th Street
Bloomsburg, PA 17815
8-bit speciality software
N E R D S  S o f t w a r e
18 Wendy Drive
Farmingville, NY 11738
Printshop related software
I B  C o m p u t e r s
9244 S.W. Beaverton-Hil ls
Hwy
Valley Plaza Shopping Center
Beaverton, Oregon 97005
(503)297-8425
B e l l C o m
PO Box 1043
Peterborough, Ontario.
Canada K9J7A5
The largest PD/shareware
selection

C o m p s u l t
PO Box 5160
San Luis Obispo. CA
93403-5160
Closeout items galore

A t a r i  S u p p o r t
The Alan 8-bit  computers are, wit hout  question, the finest home computers ever designed and can
st ill hold their own agains t  any  home computer. More powerful than any  8-bit  and much easier to
access than any  16-bit .  it  is a great pity  that sof tware and hardware support  is dwindling,  You
can st ill fi nd support  for your machine, though,  and this  directory should get you on the right
track. I t  is by  no means comprehensive and we would be happy  to receive details  of  any other
companies, any where in the world that s t ill support  Atari.
We cannot  guarantee what  response you might  get i f  you writ e to any  of  these companies, but

give it a try, they  need your support  as much as you need theirs. St ick a couple of  Internat ional
reply  coupons in an envelope and, i f  you don't  gel a reply, the most you lose is a few bob. But  i f
you do get a response, it  could open up a whole new wor ld and add years to the useful life of
your Atari. Don' t  forget to keep us informed i i  you fi nd good support  for your Atari Cassie.

N o  Fr i l l s  S o f t w a r e
800 East 23rd Street
Kearney, NE 68847
Closeouts & Print shop
graphics
M i l e s  B e t t e r  S o f t w a r e
219/ 22  I Cannock Road,
Chadsmoor
Cannock,  Staffordshire
WS11 2 DD
England
Surely known to everybody
and, apparently highly regar-
ded in the USA
E l e c t r o n i c  C l i n i c
4916 Del Ray Ave
Bethesda, MD 20814
Refurbished equipment
H a k e  S o f t w a r e
9 Smith Cl.
Vincentown, NJ 08088
Assorted theme disks
B a c m u n  S o f t w a r e
1671 East 16th Street,
Suite 629
Brooklyn, NY 11229
PD theme disks
A l p h a  S y s t e m s
1012 Skyland Drive
Macedonia,  OH 44056
Utility software & hardware
Am e r i c a n Te c hna v i s i on
15338 Inverness Street
San Leandro, CA 94579
1510) 352 5639
Large selection of commercial
software at closeout prices,
and hardware replacement
parts •
B e s t  E l e c t r o n i c s
2021 The Alameda, Suite 290
San Jose, CA 95126
(408) 243-6950
Known as the Atari hardware
store. I f they don't have the
part you need, nobody does
B R E  S o f t w a r e
352 West Bediord Ave,
Suite 104
Fresno, CA 93711
PD/Sharcware
C i k T  C o m p u t e r A c t i v e
Pt) Box 893
Clinton. OK 73601
M W P D S
890 North Hunti ngton St.
Medina OH 44256
P h a n t o m s  At a r i  8 - b i t
Box 331 Levisa Road
Moti thCant KY 41548

V u l c a n  S o f t w a r e
PO Box 692
Manassas VA 22111-0692
N e w e l l  I n d u s t r i e s
P.O. Box 253
Wylit, TX 75098
Tel. (214) 442 6612
I n n o v a t i v e  C o n c e p t s
31172 Shawn Drive
Warren, MI  48093
(313) 293-0730
Accessories. hardware,  PD
software
C S S
PO Box 17660
Rochester NY 14617
(716) 429 5639
Speciality hardware items.
8 bit repair service
S a n  J os e  C o m p u t e r s
640 Blossom Hill Road
San Jose, CA 95123
(408) 995 5080
New and reconditioned hard-
ware and software
Enter tai nment Excel lence
1805 Princeton Place
Merrick, NY 11566
Discontinued 8-bi t software
Eas t  Ha r t f or d Com put e r
202 Robert Street
East Hartford,  CT 06108
Discontinued software for all
computers
A e r i o n  S o f t w a r e
PO Box 1222
Riverdale Station, NY, NY
10471-1222
Markets a new 8-bit commer-
cial game
T o a d  C o m p u t e r s
556 Baltimore Annapol is Blvd
Severna Park, Maryland21146
(301) 544-6943
Now offers a selection of soft-
ware and reconditioned
hardware

S t our br i dge  User  G r oup
99 Bredon Road
Stourbridge
West Midlands DY8 4LA
England
(0384) 379575
Large PD/Shareware library
Grai ls I nter nati onal
11 Shil l i to Road, Poole
Dorset, BH12 2BN
Hardware anti software. In-
cluding ICD products

Mi cr o Di scount (Derek Fern)
265 Chester Road
Streetly. West Midlands
(021) 353 5730
Large selection of commercial
software, also hardware and
replacement parts
T i g e r  D e v e l o p m e n t s
26 Menziers Avenue
Walmer, Deal
Kent
C'T14 7QZ
Commercial 8-hit software

N e x t ,  i s  a  l i s t  o f  m a ga -
z i ne s  s t i l l  s u p p o r t i n g
t h e  8 - b i t  At a r i .

C u r r e n t  N o t e s
122 Nor th Johnson Road
Sterling, VA 22170
A truly excellent Atari-oriented
magazine, suppor ting both
8-bit and ST
A t a r i  I n t e r f a c e
3487 Braeburn Circle
Ann Arbor, MI  48108
(313) 973-8825
A magazine supporting both
8-bit and ST, wi th input from
Atari User Groups in the US.
Canada and the UK. They also
produce a monthly Atari 8-bitdisk

Ne w  Atar i  User  (PAGE 6)
P.O. Box 54
Stafford, ST16 I  DR
England
0785 213928
A professionally produced
magazine supporting both
8-bi t and ST. also large PD
library for both machines and
commercial software
E X C E L  ( R o b e r t  S t u a r t )
21 St ronsay  Way
Brootniands
Irvine. StrathclydeKA11 1 HZ
Scotland
Disk based magazine and
commercial software

This l ist was or iginal ly pub-
l ished by the US disk magaz ine
AI M in July 1991 a nd updated
by Stourbr idge User Group
whose address you wil l  fi nd in-
cluded above. Many thanks to
them and to al l  who are sti l l
suppor ting the 8-bit. Long may
it continue!
Please keep us Wor m e d i f  you
know  of  any amendments.
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The Intocom classic and the adventure game that changed the way
all future adventures were written. The Great Underground Empire
of Zork is well documented by now and thousands of players have
become addicts graduating to Infocom's more difficult adventures.
Zork I is the Ideal introductory level adventure for beginners or
those with a little experience_ II you have never ventured under-
ground before now is the time to try, it's never been cheaper to
expand your universe! Classic original Infocom packaging with
excellent manual and a map.
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LOWEST EVER PRICE ROMS!
KABOOM
Challenge the Mad Bomber as he tries to bomb you out  of
sight. Can you catch his  bombs  and dowse them in t ime?
Or would you like to be the Mad Bomber and try to flatten
one of your f riends? Lots of excitement  for one or two
players in this  addict ive arcade game that won awards  for
Best Audio and Visual Effects when it  was fi rst released.
Simple yet addict ive.

ROM CARTRIDGE
OUR PRICE E2.95

RIVER RAID
This  best-selling,  all out  batt le adventure f rom Act iv is ion
will have your palms sweat ing as you fly up river bombing
enemy bridges,  avoiding lethal choppers  and hot  air bal-
loons. Can you surv ive far enough up river to discover its
secret? Few can. Now this I  or  2 player game can be
yours at the lowest  ever price. Bombs  away!

ROM CARTRIDGE

FREE
with orders  over E10

Yes a 0. 95 Datasoft game absolutely FREE when you
spend over IVO with the Accessory Shop. Check out the
offers on this page and on the Accessory Shop pages
inside and send or phone your order. I f  it comes to more
than 1'10 (excluding postage) we'll enclose a copy of this
Pacman type game absolutely FREE i f you ask for it.*

*NOTE the game is on disk only and will only be sent to those who
specifically request a copy with their order

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE

OUR PRICE E3.95

CHECK OUT
THE ACCESSORY SHOP

PAGES FOR MANY
MORE BARGAINS!

SUPER SPECIALS
MAXWELLS DEMON
Check out the review In Issue 49. Paul Rixon found this
simple game to be quite addictive and at this price can
you afford not to become addicted! It's a different type
of game. more in the TMris mould than an arcade game.
II sure makes you think and the price WOrt'l break you if
you don't get fully hooked.
DISK O NLY  Re c om m e nde d price 0.95
SUPER SPECIAL JUST El .99

MR ROBOT & HIS ROBOT FACTORY
One of the most famous of platform games that has you
jumping over fire_ running over breadmills and bombs,
climbing ladders, sliding down poles and more with
some great graphics. Master all 22 screens it you can
and then create your own tor neverending fun. This is
what platform games are all about.
DISK R e c o m m e n d e d  price
ONLY 0 . 9 5  on disk
SUPER SPECIAL JUST El .99

ZAXXON
One of the all time classics for the Atari, Zaxxon set new
standards when first issued and was copied many
times_ Pilot your craft across the unique 3 dimensional
battlefield shooting enemy fuel tanks, anti-aircraft tanks
and missiles before launching Oft through space for the
ultimate conflict with a mighty robot - few have got this
far! Zaxxon, often copied, never bettered and NEVER at
this incredibly low price!
DISK R e c o m m e n d e d  price
ONLY  1 9 . 9 5  on disk
SUPER SPECIAL JUST £2.99

ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ENCLOSED OR BY WRITING TO
THE ACCESSORY SHOP. PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928


